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Our apologies for the extreme lateness of the 
last issue. The availability of our new four color 
press which enabled us to go into a four color 
format in the first place was also the major 
villain behind the delay of the August issue. It 
takes awhile to get accustomed to any new press 
and this one proved no exception, resulting in a 3 
week delay in getting the magazine out. We'll 
redouble our efforts to get back on schedule with 
this and following issues. 

Progress often is accompanied by minor 
inconveniences for a few. In this case, it has 
brought about the technical end of a 14 year 
tradition for the GENERAL . . . that of the free 
opponents wanted ad. The combination of 
increasing circulation and inclusion of the want 
a6 form on an insert rather than as a part of the 
magazine itself has resulted in a response 
bigger than our poor backcover can handle. To 
reduce the amount of trivial adverts submitted 
by those who do so just to use the form, rather 
than due to any real need, we are immediately 
implementing a token charge for the service. 
Henceforth, no opponents wanted ad will be 
accepted unless accompanied by a 25C token 
fee For sale, trade, or wanted to buy ads will cost 
$1.00. The money is, of course, secondary to the 
primary purpose of weeding out insincere ads. 
The cost to typeset these messages is far more 
than any mere quarter can begin to offset. As 
before, we retain the right to edit or discard 
inappropriate ads. Ad purchases will not be 
subject to refund. 

We have moreorless finalized ourpublishing 
schedule for the coming year. The titles below 
should round out our offerings up to and 
including ORIGINS IV. All the titles discussed 
below are scheduled for release next July. 

The BISMARCK project, after a stormy 
course, is finally sailing towards completion 
under the guidance of that inveterate globetrott 
ing political analyst Jack Greene. BISMARCK is 
really three games in one, covering the breakout 
and pursuit of the German battleship Bismarck 
and heavy cruiser Prinz Eugen in May of 1 941 . 
Originally published in the early 1960s, this is 
an intensive redesign of the same game. The 
basic version is the original game with some 
additional scenarios, air rules, changed order of 
appearance, and other refinements. Played with 
a screen separating two identical search boards, 
it should take anywhere from 30-90 minutes to 
play and is an ideal "Beer & Pretzels'" game, 
with the added advantage that it should be quite 
good at introducing a new player to the Hobby as 
well. 

The Intermediate Game is an upgunned 
version of the Basic Game with a wider scope for 
tactical play, ammunition, off board movement, 
Ultra, additional air rules, weather effects, and 
more. Two players (or three if one plays with the 
De Gaulle Free French scenario) should have a 
great deal of enjoyment as well as getting a feel 
for operations in the North Atlantic. 

The Advanced Game goes all the way with 
rules for shadowing (as well as breaking 
shadowing contacts), accurate movement rates, 
crew fatigue, major breakdowns at sea, towing, 
increased daylight in the northern latitudes, 
destroyers, fuel, submarines, and the chance to 
repair battle damage at sea. Going hand in hand 
with this is an Advanced Tactical Game played 
on any 3' x 3' playing surface a la JUTLAND. 


Rules cover damage to the Main Fire Control 
Director, Plot, Rudder, turrets, superstructure, 
hull, secondary, as well as rules for angle of 
shot, range, armor penetration (broken into 2" 
increments), and much more. BISMARCK will 
allow one to pit many might have beens against 
each other including the TIRPITZ, GRAF 
ZEPPELIN, SCHEER, NORTH CAROLINA, 
DUNKERQUE, etc. 

BISMARCK will be developed by the capable 
Mick Uhl and should be ready for ORIGINS '78. 
Those who are familiar with Jack's reviews of 
other people's games may be assured that he 
promises BISMARCK will be accurate in its 
history (British authorities Andrew Smith and 
Nathan Okun have contributed greatly to the 
historical research), and well playtested. The 
Basic Game has been playtested on four 
continents! It has been purposely designed to be 
as flexible as possible so as to allow the player to 
select the type game he wants to play. What's 
more important the victims of Jack's prior 
reviews may now smack their collective lips and 
check their ink supply in anticipation of sweet 
revenge. 

TRIREME will be a tactical level game of naval 
war in ancient times, when the Mediterranean 
Sea was the center of the known world. The 
players control individual multi-hex galleys and 
triremes, maneuvering them as they sail and 
row into position, then ram and melee to win the 
naval battles that determined the fate of 
civilizations. 

Individual triremes and galleys are 
represented in detail, with each section of each 
multi-hex counter loaded down with the proper 
soldier groups, archers and war engines. 
Combat is a matter of maneuvering and ram- 
ming in the midst of vast floating melees, with 
archers and special engines adding com- 
plications. 

Each player can handle up to ten vessels 
easily, but the game system is simple enough so 
that players can add more if they wish. With a 
few vessels the players can accurately re-enact 
sections of the great naval battles between 
Persia, Greece, Rome, Carthage and others— or 
they can combine games to recreate whole 
battles with hundreds of triremes. TRIREME, 
designed by Richard Hamblen, will be exciting 
either as a two-player, solitaire, or multi-player 
game in much the same mold as WOODEN 
SHIPS & IRON MEN. 

TALES OF THE OLD WEST is a role playing 
board game of life and conflict in a typical town 
of the American frontier. For players who like a 
straight and simple show down, there are fast 
and clean rules for gun battles, knife fights, and 
even bar room brawls But the flavor and code of 
the old west is also captured as the various 
drifters, townsfolk, farmers, and troublemakers 
move through the dusty streets, each with his 
own purposes, ambitions, and grudges. 

The players can "be" any of the tough 
characters of the old west, and the game's 
isomorphic boards can be rearranged to form 
any kind of settlement, from an isolated camp to 
a staid, sedate town. 

Continued on Pg. 32. Co!. I 
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THE ARAB-ISRAELI WARS 

ARMIES IN 



Anatomy of a War 


By Seth Cams 
Organization 

Accurate organizational information for the 
armies of the Middle East is difficult to obtain. 
Security restrictions prevent official sources from 
providing information and journalistic accounts 
arc usually inaccurate and misleading. Only the 
analysis of battles consistently provides accurate- 
information on the organization of the combat- 
ants. This analysis requires a detail and precision 
rarely found in either official or journalistic 
accounts. Even when it is possible to discern an 
organizational pattern, the relatively small size of 
the armies involved insures the existence of 
numerous modifications of "normal" tables of 
organization. While the data provided is as 
accurate as possible, 'educated guesses" were often 
made, which may or may not be correct. 

Israel 

1956: At this early date, virtually all field units 
were infantry formations. Of the 15 brigades 
mobilized during the Sinai Campaign, eleven were 
infantry brigades. Of the other units, one was a 
paratroop unit and the remaining three were 
armored brigades. The predominance of infantry 
units was a result of doctrinal circumstance. 
Israel's lop military leaders were all infantry 
officers, with little idea of the utilization and 
effectiveness of tanks. Nor was it easy to obtain 
armored equipment; all tanks and halftracks had 
to be bought from abroad. With limited financial 
resources, Israel usually could only afford surplus 
World War Two equipment. Even this was often 
difficult to obtain: all the parties to the 1948 war 
were subject to an arms embargo imposed by the 
major arms suppliers. Only after French officials 
agreed to aid Israel was it possible for them to 
obtain sizeable numbers of tanks; French AMX- 
13s and war-surplus Shermans, Starting in 1954. 
this permitted Israel to expand the number of 
armored brigades from one to three. 

Each infantry brigade was organized into three 
infantry battalions, a scout company, and head- 
quarters and support units. Every infantry brigade 


also had one or more additional combat units 
attached. All possessed at least one artillery 
battalion (always with 1 20mm mortars), possibly 
supported by field artillery battalions equipped 
with British 25 pounders or French 155mm 
howitzers, Attached to the five infantry brigades 
deployed in the Sinai were tank companies, 
additional infantry battalions detached from 
other brigades, engineer battalions, an anti-tank 
unit, and several companies of NAHAL. The 
NAH AL are special troops manning strategically 
sited settlements in peacetime that act as elite 
infantry or scouts in wartime. 

None of the armored brigades had exactly the 
same organization. Basically, two different forma- 
tions were used: The 7th Armored Brigade had 
two armored battalions (one with Shermans, the 
other with AMX-I3s), two infantry battalions 
(one mounted in halftracks, the other in trucks), a 
field artillery battalion, as well as headquarters 
and support units. The 37th Brigade was similarly 
organized, except that it only had a company of 
thirteen AMX-13s. not a battalion. In contrast, 
the 27th Brigade had only four armored compan- 
ies, organized into three "armored battalion 
combat teams" and a battalion of motorized 
infantry. The "armored battalion combat teams" 
were composed of a tank company, a company of 
halftrack-mounted infantry, a reconnaissance unit 

1956: ■^■■I^H 
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mounted on jeeps, engineers, and a unit of self- 
propelled artillery. The brigade's four armored 
companies (with only about 50 tanks) used tanks 
of three different types (A MX- 13s, Sherman Mk. 
50s, and Sherman Mk. 5!s). Before entering 
combat in the 1956 war, the brigade was severely 
weakened by the loss of half its tanks: one 
"armored battalion combat team" (with Sherman 
Mk. 50s) and a Sherman Mk. 51 company were 
attached to other brigades. Thus this "armored" 
brigade went into combat with only 25-30 tanks. 
While the "armored battalion combat teams" 
constituted well-balance combined arms units, 
with armor, infantry, and artillery, they possessed 
limited combat capabilities. With an effective 
strength of only two companies, they were so weak 
that the brigade's sole infantry battalion was 
responsible for its success. The armored units were 
able to accomplish little. Only in the pursuit that 
followed the heavy fighting around Rafadid they 
make a major contribution. With only limited 
combat power, the organization of these "armored 
battalion combat teams" was too complex for the 
inexperienced Israeli commanders. 

In the field, differences between the organiza- 
tion of the 7th and 27th Brigades were not as great 
as it might appear from the above discussion. 
Before entering combat, the commander of the 7th 
Brigade reorganized his battalions into three 
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4th infantry Brigade: An efficient infantry organiza- 
tion unsuited for desert operations. Limited desert 
experience In 1948 gave Israeli military planners little 
understanding of the weaknessess of infantry in the 
desert. The result was a heavy reliance upon infantry 
which was only marginally useful in the actual fighting. 
This brigade possessed the only battalion-sized unit of 
anti-tank artillery deployed by Israel in the Sinai 
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7th Armored Brigade: Largely responsible tor Israel's 
success In the Sinai. Prior to entering combat the 
brigade's tank and armored infantry battalions were 
reorganized into three combat teams, each with two 
tank companies and an armored infantry company. 
These teams, with twice the number of tanks in the 27th 
Brigade's teams, proved highly successful. 
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27th Armored Brigade: An abortive attempt at 
creating balanced combined arms teams at the 
battalion level. Each of the brigade's "armored 
battalion combat teams" was a self-contained unit with 
tanks, mechanized infantry, scouts, and artillery. With 
only two combat companies, the teams were slightly 
weaker than normal battalions. With the same number 
ot mechanized infantry and motorized infantry com- 
panies as in the stronger 7th Armored Brigade, the 27th 
had only four companies of tanks— two less than in the 
7th Brigade. Diversion ol one of the "armored battalion 
combat teams" and the extra Sherman company 
before the start of hostilities cut the number of tanks in 
half, effectively reducing this armored brigade to a 
motorized infantry unit. 
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combat teams, each with two tank companies and 
one infantry company. The major difference here 
was that the combat teams were field expedients 
organized or reorganized to meet temporary 
battlefield conditions. This flexibility set a pattern 
that has been followed ever since. 

The single paratroop brigade of 1956 (the 
202nd Brigade) was organized much like the 
infantry units. Attached to it were two companies 
of NAHAL.an AMX-13 company (of I3tanks), 
and several battalions of artillery. 

••••• 

1967: The composition of the army changed 
radically in the decade following the Sinai 
Campaign. The number of brigades was increased 
to twenty-one: nine armored, three mechanized, 
three paratroop, and six infantry. The increase in 
armored mechanized brigades was partly accom- 
plished by the conversion of existing inlantry 
brigades. The 10th Brigade ("Harel"), an infantry 
brigade in 1956. was mechanized in 1967. This 
conversion was accomplished by replacing one of 
its infantry battalions with a tank battalion, This 
tank battalion was equivalent in strength to two 
normal tank battalions, indicating that eventually 
the brigade was intended to have two tank 
battalions. A number of the additional tank 
brigades and all the paratroop brigades were new 
units, formed after 1956. (The 202nd Paratroop 
Brigade was apparently broken up to create cadre 
for the formation of the new paratroop brigades). 

The organization of infantry and paratroop 
forces differed little from 1956. The 55th Para- 
troop Brigade is probably typical of such units. Its 
three battalions were each organized into three 
rifle companies, a support company, and a 
headquarters unit. The support company 
possessed a platoon with 81mm mortars, and at 
least one more platoon with medium machine- 
guns. The brigade also had a strong scout 
company provided with mechanized equipment. 
I he infantry brigades were supported by tank 
companies as m the ease of the 16th ("Jerusalem") 
Infantry Brigade which had a company of IS 
Sherman Mk. 51s. Reportedly, all the infantry 
brigades were provided with similar armored 
units. 


The typical armored brigade, similar to the 
1956 organization of the 7th Brigade, was 
organized into two tank battalions (each with .16 
tanks), a mechanized inlantry battalion, a mortar 
battalion (a dozen 120mm mortars mounted on 
halftracks), a scout company (mounted on jeeps 
and halftracks), and (possibly) an engineer 
company. Little effort was made to ensure that 
both lank battalions were provided the same type 
of tanks. The benefits of providing tanks with 
differing capabilities were felt to offset logistical 
problems, One brigade had Sherman Mk. 5IHVs 
and AMX-lis, another had Centurions and 
Patterns, yet a third had Centurions and Sher- 
mans. The four brigades with only one type of 
lank were equipped with Centurions of Shermans. 


1967: 


The mechanized brigades were transitional 
units, coverted from inlantry into armor. As such 
they seem to have had no standard organization. 
The 10th Brigade ("Harel") is the only mechanized 
unit about which much is known. Its single tank 
battalion possessed about 70 tanks, organized into 
five tank companies: four with Shermans (each 
with 14 tanks) and one with Centurions (with a 
dozen tanks). The remainder of its forces 
comprised two halftrack-mounted infantry battal- 
ions, a scout company (with AML-90 armored 
cars), an engineer unit, and probably a 120mm 
mortar battalion. 


The other two mechanized brigades were 
considerably different. One, deployed along the 
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16th Infantry Brigade: Responsible for the defense ol 
the city ot Jerusalem, a tank company and as many as 
five second-line reserve battalions were attached to 
this unit. Nominally a defensive formation, the second- 
line battalions made it possible for the brigade's first- 
line battalions lo execute attacks into Jordanian 
territory. 
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55th Paratroop Brigade: Responsible in large part for 
the capture of Jerusalem, This unit was slated for a 
paratroop drop onto El-Arish. but the rapid advance of 
the 7th Brigade made tt unnecessary. With the increase 
in tensions along the Jordanian border, it was 
transferred to Jerusalem. There it participated in some 
of the most intense fighting of the war. The paratroops, 
while air-transportable, are basically elite infantry, 
capable of fighting in virtually any situation. 
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7th Armored Brigade: This was Ihe only armored 
brigade that was always maintained at full-strength 
(the others were reserve units mobilized when needed). 
For this reason, it was stronger than the other brigades, 
with a total ot about 100 tanks. Probably the most 
effective unit then in the Middle East, the 7th Brigade 
was largely responsible for the destruction of the 
Egyptian 71 h Infantry Division within 24 hours after the 
start of hostilities, and was still able to spearhead the 
subsequent advance to the Suez Canal. 


Gaza Strip, had an AM.X-I3 battalion. Many of 
its halftracks, however, were taken away and given 
to paralroop units, converting it into an infantry 
unit. The third mechanized unit was deployed in 
the north, and was formed just prior to the 1967 
war. 

*•••• 

1973: The size of Israeli ground forces increased 
only marginally after 1967. In 1973. 24 brigades 
were mobilized, only slightly greater than the 21 
mobilized in 1967. The porportion of armored 
units, however, increased significantly. All but 
four of the brigades mobilized in 1973 were 
armored. The non-armored brigades included 
three paratroop brigades and one infantry brigade 
(the 1st "Golani" Brigade), A variety of different 
considerations led to this increased reliance on 
armor. Armored units possess much greater 
combat power in the desert than comparably-sized 
infantry units. They also expose fewer soldiers to 
enemy fire, thus suffering fewer casualties. 
Finally, Israeli superiority over Arab forces was 
greatest in tank forces, so naturally they were 
stressed. 

Organizations in 1 973 differed little from 1967. 
Those changes that were made generally repre- 
sented relatively small evolutionary developments 
of existing structures. The most important of the 
changes was the creation of combat divisions. 
Prior to 1973. brigades were grouped for specific- 
operations during each war on a temporary basis. 
In 1956, two "Brigade Groups" were formed in the 
Sinai. They possessed limited authority, with the 



higher command actually directing the actions of 
the brigades. To rectify this, a number of divisions 
were created on a temporary basis just beofre the 
start of the 1967 war. In addition to two or three 
infantry armored and mechanized brigades, 
assigned units included engineer, artillery, and 
reconnaissance battalions. The 1973 divisions, 
formed on a permanent basis after 1967. usually 
contained three armored brigades, a reconnais- 
sance battalion (with about 25 tanks), an artillery 
brigade (with 36 155mm self-propelled howitzers 
and some anti-aircraft guns), probably an 
engineer unit, and serviceand support formations. 
On occasion infantry or paratroop units would be 
temporarily attached. 

On paper, the organization of the brigades 
differed little from 1967. The only significant 
change was the adoption of medium tanks to 
replace the jeep-mounted 106mm recoillness rifles 
in armored birgade reconnaissance companies. 
The Israelis (like the Germans of World War II) 
believe that reconnaissance units should also be 
strong combat units, able to fight as well as scout. 
Experience during 1967 indicated that reconnais- 
sance units equipped only with jeeps and hall- 
tracks were too weak, consequently suffering 
heavy casualties in combat. Therefore, tanks were 
added to the reconnaissance units. While this 
implies a loss of mobility, Israeli commanders 
believe that, effectively, greater mobility can be 
achieved with slower but better-protected vehi- 
cles. Experience in 1973 seems to support this 
belief. 
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Many of the tank brigades lacked mortar 
battalions, severely hampering efforts against 
infantry. Some sources also claim that many 
brigades lacked infantry battalions. While this 
may possibly be correct, these reports probably 
originated due to the noticeable absence of 
mechanized infantry during the first days of the 
war. At the start of the war, limited road capacity 
restricted movement towards the battle areas to 
only the most important vehicles. This meant that 
tanks were usually sent to the front ahead of 
supporting infantry and artillery. On the whole, it 
is probable that all brigades had mechanized 
infantry units, but that they were not available all 
of the time. 

It appears that armored brigades usually 
deployed three tank battalions. This was probably 
achieved by rearranging all of the companies to 
give each battalion two tank companies and a 
mechanized infantry company. It is definitely 
known that the 7th Armored Brigade did 
something like this just before the start of 
hostilities. While mechanized infantry is often 
mentioned in battle accounts, there are no 
references to what can be identified as armored 
brigade mechanized infantry battalions, Finally.it 
is clearly evident that, in general, Israeli tank 
battalions rarely had more than about 25 tanks 
(about the strength of two companies). While it is 
uncertain that all Israeli tank battalions were 
reorganized in this fashion, available evidence 
does seem to support this theory. 
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1973 Armored Brigade: A tank-heavy formation well 
suited to desert conditions. When provided with a 
mortar battalion, the brigade was satisfactory tor most 
situations. Its oniy real weakness was Ihe lack of any 
supporting infantry able to fight on foot (the armored 
infantry received no training in dismounted combat). 


Armored Brigade reorganized: Israeli armored 
brigade commanders often reorganized their units to 
provide three tank-equipped units. This was accom- 
plished by taking the six tank companies (in two 
battalions) and three armored infantry companies (in 
one battalion), and reorganizing them into three tank 
battalions, each with two tank companies and one 
armored infantry company. 


BATTLE DEPLOYMENT 







1973 Armored Division: About seven divisions < 
type were deployed. These divisions were potent units: 
The majority of fighting in the Sinai was conducted by 
only three such divisions, divisions that never had 
more than 200 tanks after the first days of the war. The 
only weaknesses with the divisions were inadequate 
numbers of artillery and mortars, lack of infantry 
trained to fight on foot, and the use of obsolete 
halftracks to transport the armored infantry. 
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Post-1973: Israeli ground forces changed enor- 
mously after the 1973 war. Unfortunately, it is 
impossible to discover much about these changes. 
The size of the military has clearly increased with 
the creation of large numbers of new units. Large 
quantities of equipment have been obtained to 
replace old equipment, to supplement existing 
equipment, and to form new units. It is not yet 
possible to determine how the equipment and 
units have been integrated into 1973 structures. 
All that is known with any certainty is that a new 
level of field organization, the corps, has been 
added. The corps will assume operational control 
of field forces, directly under the control of the 
Chief of Staff. Previously, field units were 
controlled by Area Commands, The Area Com- 
mands, of which there are three, are 
geographically-based, each covering roughly a 
third of Israel proper, adding the occupied 
territories to their areas of responsibility. In 
addition to controlling field forces, they had been 
also responsible for extensive administrative 
tasks. Presumably, Israeli planners felt that Area 
commanders could not effectively conduct these 
administrative tasks and at the same time control 
field formations. Therefore, a new. intermediate, 
level of command was added to permit higher 
authorities to devote their attention more fully 
towards planning, logistics, and administration. 


••••• 


Egypt 


1956: Egyptian ground forces were organized into 
five divisions (four infantry and one armored), 
supplemented by independent brigades and 
battalions. The lack of information on those units 
not in the Sinai makes it difficult to discern a 
pattern of divisional organizations. While two 
divisions were deployed in the Sinai (the 3rd 
Infantry and the 8th Palestinian), they were 
definitely atypical. The 8th Division wasa second- 
line unit of Palestinians with attached National 
Guard forces. The National Guard was Egypt's 
reserve force; limited trainingand poor equipment 
made it largely irrelevant. The organization of the 
3rd Division appears to have been non-existent: 
Containing roughly 20 battalion-sized units from 
seven different brigades haphazardly grouped 
together, this division was a command nightmare. 
Since the 3rd Division was responsible for the 
defense of the most important invasion routes 
along the Israeli border (Abu Agheila and El- 
Arish), it is understandable that responses to 
Israeli attacks by this unit were uncoordinated and 
ineffectual. 

The typical Egyptian infantry brigade was 
organized into three or four rifle battalions, of 
approximately 700 men each, a battery of 25- 
pounder gun-howit/ers (6 or 8 tubes), and an anti- 
tank company with 17-pounders mounted on 
modified Valentine tanks (called 'Archer' by both 
the British and Egyptians). The rifle battalions 
were organized into a headquarters company, four 
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1st Egyptian Armored Brigade: The I i ist Egyptian unit 
totally equipped with Soviet equipment. Battalion 
structures were Soviet, but the types and number of 
battalions were uniquely Egyptian. Nol really un- 
successful, increasing Soviet influence resulted in 
abandoning this structure lor a totally Soviet organiza- 
tion. 


1956 Egyptian Infantry Brigade: A satisfactory 
organization relying upon British weapons and tactics. 
While not overly strong in anti-tank weapons. Israeli 
tank forces were too weak to pose a major threat. In 
1956, many Soviet weapons were integrated into the 
structure. The increased use of Soviet weapons and 
doctrines led Egypt to abandon this structure. 
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rifle companies, and a support company. The 
support company was divided into a mortar 
platoon with 3-inch or 81mm mortars, an anti- 
tank platoon with British 6-pounder or Soviet 
57mm anti-tank guns, and a carrier platoon with 
25 Bren carriers. 

The only armored brigade (of the three in the 
Egyptian army) committed to Sinai was the Ist 
Armored Brigade of two tank battalions, a 
mechanized infantry battalion, a battalion of SU- 
100 assault guns, and an anti-aircraft battery. The 
brigade probably was equipped with about 70 T- 
34JS5 tanks and 18 SU-100 assault guns. The only 
other armored unit in the Sinai was the 3rd 
Armored Battalion, attached to the 3rd Infantry 
Division, with 52 Shermans, including 12 
specially-modified versions mounting the turret of 
the AMX-U light tank. 

••••• 

1967: Beginning in 1958, the Egyptians began to 
adopt Soviet organizational patterns in an 
extensive way. replacing the British system 
previously used. Virtually all Egyptian battalion 
and brigade organizations were copied from 
comparable Soviet units. This had at least one 
serious consequence for Egypt during the 1967 
fighting: a high proportion of tanks were allocated 
to the infantry divisions, since every infantry 
brigade was assigned a tank battalion. This meant 
that the five armored brigades had only about half 
of all Egyptian tanks deployed. For this reason, 
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Egypt could never concentrate a large number of 
the available tanks, invariably allowing Israel to 
achieve local superiority in tanks. 

The Egyptians did not strictly follow Soviet 
divisional organizations. Organizational data on 
the Egyptian divisions is very confusing, and the 
only reliable data is for the 7th Infantry Division, 
which defended the coastal strip west of El-Arish. 
It is probably not completely typical of the other 
divisions, but since more data is available on this 
unit than any other, the examination of its 
organization is instructive. The division had three 
regular army brigades and a National Guard 
brigade. It was supported by two artillery 
brigades, each with 36 1 22mm guns. It is possible 
that each artillery brigade also contained a 
battalion of 12 multiple rocket launchers either the 
BM-24(240mm) or the RMI30(liUmm). Directly 
attached to the division were sixty tanks: a 
battalion of 30 Stalin tanks (probably including T- 
10s as well as JS-l/ls). and about 30 immobile, 
dug-in, Shermans used as static anti-tank guns. In 
addition, the 14th Tank Brigade, with 100 T-54ior 
7"-55.v, was available to support the division. 

The regular army brigades were organized like 
Soviet regiments. Each had three battalions of 
infantry, a tank battalion with 30 T-34/S5 tanks, 
and a variety of support units. Little is actually 
known of the support units, but a reasoned 
conjecture can be made based on types of 
equipment captured and typical Soviet unit 
organizations: Each brigade probably had a 
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7th Egyptian infantry Division: Defending the impor- 
tant coastal road leading from Gaza to El-Arish. the 7th 
Division was the largest single Egyptian unit deployed 
in 1967, Forlified in a series of strong points along the 
road, the division had no mobile reserves (the 14th 
Armored Brigade assigned to this division was 
detached and senl south just prior to the war). 
Consequently, it was impossible to organize any 
counterattacks against the disorganized, weak Israeli 
tank groups that penetrated all the way through the 
division (50 miles) twelve hours after hostilities 
started. These massive penetrations disorganized the 
division, leading to its total disintegration. About a 
quarter of its men were killed or wounded in intense 
lighting, and most of the rest were captured. 
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1967 Egyptian Armored Brigade: Another Soviet- 
Style formation relying upon Soviet equipment. 
Theoretically potent units. Poor deployment, intensive 
air strikes, and inferior Soviet equipment, however, 
led to the complete destruction of all five of Egypt's 
armored brigades. 


mortar battery with six 1 20mm mortars, an anti- 
tank battery with 85mm anti-tank guns, an anti- 
aircraft unit, a scout company, and service and 
support troops. Some infantry brigades also had 
an anti-tank missile platoon equipped with the 
Schmel (better known by its Western code-names: 
AT-I. 'Snapper"). Each of the brigade's three 
infantry battalions were organized into three 
companies, supported by an anti-tank platoon 
(probably with 57mm anti-tank guns or I07mm 
recoilless guns), a mortar platoon with 82mm 
mortars, and an anti-aircraft battery with heavy 
machineguns. Each infantry company probably 
had some 82mm recoilless anti-tank guns. 

The Egyptians stationed two armored divi- 
sions in the Sinai. One of these, the Shazli Force 
(named for and commanded by the general who 
led all Egyptian forces in 1 973). consisted of only a 
single armored brigade, a motorized infantry 
brigade, and an artillery brigade. Us total tank 
strength was about I20. In contrast, the other 
armored division, the 4th Division, possessed two 
tank brigades, a motorized infantry brigade, an 
artillery brigade, plus a full complement of 
support units. Among the support units was an 
anti-aircraft battalion equipped with the ZSU-57- 
2, a self-propelled 57mm anti-aircraft weapon. 
With over 200 tanks, the 4th Armored Division 
was the most powerful offensive unit in the 
Egyptian Army. The tank brigades were organized 
into three tank battalions along with support 
units. Each of the tank battalions had about 30 
tanks (divided into three ten-tank companies), and 
the brigade had about 95 tanks (the tanks from the 
battalions plus a few assigned to other units). 

*•••• 

1973: The few organizational changes made 
between 1967 and 1973 were aimed at strengthen- 
ing already existing structures. The most import- 
ant of these improvements was the introduction of 
a new command level, the Army; the Soviet- 
equivalent of the western corps. Egyptian ground 
forces were grouped into three armies: the Second 
and Third directed operations along the Suez 
Canal: the First Army was simply a group of 
miscellaneous units commanded directly by the 
General Staff. The three armies commanded 
Egypt's ten divisions (two armored, three mechan- 
ized, and five infantry), numerous independent 
brigades (including about twelve independent 
artillery brigades, two tank brigades with T-62 
tanks, seven mechanized infantry brigades, and 
other units), and a variety of independent 
battalions (including 25 to 27 commando battali- 
ons). 

The organization of the armored divisions (the 
4th and 21st) differed little from that in 1967. The 
only important changes were in equipment, the 
Soviets having provided more modern systems. 
With about 230 T-55 tanks and at least 70artillery 
pieces, the armored divisions were (on paper) well- 
organized, potent units. 

The mechanized division was a new formation, 
added after 1967. This type of unit was similar to 
the armored division, differing only in the 
proportion of tank and mechanized brigades. 
Instead of two tank brigades and one mechanized 


brigade, the mechanized division had two me- 
chanized brigades and one tank brigade. The 
mechanized brigades were organized like the 1967 
infantry brigades mounted on armored personnel 
carriers with more modern equipment. With 
about 150 tanks supported by BRDM-I Sagger 
carriers, the mechanized divisions could operate 
effectively in offensive and defensive situations. 
The 1973 infantry divisions were substantially 
different from the 1967 divisions, though organi- 
zation was only slightly changed. Unlike the 1967 
divisions, which had little effective anti-tank 
capability, the 1973 divisions were multi-arm anti- 
tank units equipped with every anti-tank weapon 
available: tanks, assault guns, anti-tank guns, 
anti-tank missiles, and anti-tank rocket launchers. 
Each division possessed tank battalions (totalling 
about 100 T-SS's) attached to the infantry brigades 
and an assault guns battalion of 18 SU-HO's 
attached to the division. Attached to each brigade 
was a battery of six 85mm anti-tank guns and to 
each battalion an anti-tank platoon with 107mm 
recoilless guns. Each infantry platoon (of which 
there would be about 80 in a division) is believed to 
have contained an anti-tank squad with about a 
dozen men. In addition to a three-man section 
with one Sagger anti-tank missile launcher, the 
anti-tank squads were equipped with RPG-7anti- 


1967: 


tank rocket launchers. Probably 82mm recoilless 
guns were also assigned to these units, although no 
firm evidence supports this belief. Finally, each 
rifle squad contained one or two RPG-7 launch- 
ers, and all its riflemen could carry anti-tank 
grenades. The divisional engineer battalion could 
also support anti-tank operations by laying 
minefields. With at least 270 major and hundreds 
of smaller anti-tank weapons, the Egyptian 1973 
infantry division was the most effective anti-tank 
formation ever deployed. 

The 1973 infantry divisions represented an 
Egyptian solution to the threat posed by Israeli 
tank forces. Recognizing that their tankers could 
not hope to equal their Israeli counterparts, the 
Egyptians needed another method of effectively 
countering Israeli tanks. To accomplish this, the 
Egyptians made use of their strongest asset: the 
ability ol their infantry to defend fortified or static 
positions. In every war fought against Israel, 
Egyptian infantry had fought effectively from 
fortified positions, often against overwhelming 
odds. The classic case was the defense of Giradi, in 
1967, which had to be retaken several times by 
Israeli troops. The excellent performance of the 
Egyptian infantry in 1973 confirmed these expec- 
tations. 






1967 Egyptian Infantry Brigade: A Soviet-Style 

organization, totally equipped with Russian equip- 
ment, this type of unit was poorly suited to face Israeli 
lank units With only marginally more anti-tank 
capability than the 1956 brigade and lacking the 
mobility that the Archers and Bren carriers gave the 
earlier unit, this formation was a failure. Its equipment 
was insufficient to deal with the more powerful Israeli 
tank forces. Combined with poor training and bad 
doctrine, the result was total disaster. 
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1973 Egyptian Infantry Brigade: Based on Soviet 
organizations with important Egyptian modifications. 
The most important was the addition of the platoon- 
level anti-lank sections. These sections appear to have 
been formed around three-men Sagger teams (each 
with a gunner, assistant gunner, and an RPG-equipped 
infantryman). The remaining men in the seclion were 
equipped with the RPG-7. except in all likelihood some 
manning an82mm B-10 recoilless gun. The addition of 
these sections transformed the infantry brigades into 
tank destroying formations, relying upon virtually 
every available anti-tank weapon in the Soviet arsenal. 
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1973 Egyptian Infantry Division: The back-bone Of the 
Egyptian Army. In addition lo the organic armored 
vehicles, tank brigades taken from tank or mechanized 
divisions were also attached, tt seems likely that a 
separate tank battalion was attached al the division 
level, in addition to those in the brigades, but this is no! 
certain. Nor is it certain how the SLMOOs were 
attached; either in companies of 6 attached to the 
brigades or in a battalion of 18attached to thedivision. 
Nothing is known of the reconnaissance battalion. It is 
likely that the engineer battalion contained mine-lto lay 
and clear) and amphibious- special purpose vehicles. 


1973 Egyptian Tank Division: A large, well-organized 
unit. The superiority of Israeli tanks and tank units 
limited Egyptian tank and mechanized units to support 
of the infantry divisions. Attempts to use the lank 
division offensively ended in complete defeat, making 
possible the successful Israeli canal crossing. The 
remnants were destroyed in ferocious counterattacks 
against 1he Israeli corridor to the canal crossing site. 
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Post-197.1: No substantial changes in unit organi- 
zation have been made since the 1973 war. The 
only change of significance has been the conver- 
sion of the armored division tank brigades from 
the T-55 lo the more modern T-62. Besides this, 
most units retain the same organization and 
equipment used in the 1973 war. 

Jordan 

Through 1970, the Jordanians copied British 
organization, although shortages of manpower 
and equipment often made Jordanian units 
smaller than their British models. The 1967 
organization of the 27th Infantry Brigade (sta- 
tioned in Jerusalem) was probably typical of the 
six other infantry brigades fielded during that war: 
three infantry battalions (each of about 500 men). 
a mortar company with 1 20mm mortars, and 
probably reconnaissance, anti-tank, and support 
units. The 27th also had an attached engineer 
company, but it seems unlikely that all the infantry 
brigades had engineers. A battalion of eighteen 25- 
pounder gun-howitzers was attached to the 
brigade. It is likely that all Jordanian brigades 
were supported by attached artillery battalions of 
comparable size. Each of the brigade"s infantry 
battalions was organized into three rifle compan- 
ies, supported by a weapons company equipped 
with 3-inch mortars and jeep-mounted 106mm 
reeoilless rifles. 

The two armored brigades deployed in 1967 
(the 40th and 60th) were identically organized. 
Each had two tank battalions with 44 M-48 tanks, 
a mechanized infantry battalion mounted in M- 
113 armored personnel carriers, and an artillery 
battalion with 12 lo IS M-52 I05mm self- 
propelled howitzers. 

After 1967. the brigades were grouped into 
divisions. With the creation of a number of new 
brigades, it was possible to fill-out five divisions. 
Beginning in 1973. in the midst of the expansion 
program, plans were laid to mechanize all infantry 
units. Press reports indicate that by mid-1976 the 
Jordanians completed a reorganization providing 
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for three armored divisions (an increase of one 
over pre-1973 plans) and two mechanized divi- 
sions. Brigade strength now totals 1 6 (including an 
independent infantry brigade). With an estimated 
six tank brigades (each with about 90 Patton.s or 
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1973 Egyptian Mechanized Brigade: Hardly more 
successful than the tank division, the mechanized 
brigades were best used in support of the foot infantry 
(in fad their BRDM-1 Sagger carriers were attached 
to the fool infantry brigades at (he start of the war). 
Attempts to use them offensively ended in disaster. The 
main problem was not equipment, training, or morale. 
all were of high quality. The problem began with their 
employmenf. Most Israeli forces in the Sinai were lank 
units. Attempts to make Soviel-siyle mechanized 
infantry attacks against the Israeli tank units were 
futile. 


Centurions), nine mechanized brigades (probably 
with no tanks, but provided with anti-tank 
missiles), and one infantry brigade. Jordanian 
ground forces are considerably stronger than 
during the 1967 or 1973 wars. 
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Jordanian 40th Armored Brigade: A powerful unit: as 
strong as any opposing Israeli formation. Alter some 
successful fig his. the unil was destroyed due lo Israeli 
airstrikes and poor logistics; most of the tanks simply 
ran out of gas. 


1967 Jordanian Infantry Brigade: Another British- 
nfluenced organization. With no real organizational 
defeds. the 27th Brigade and its six similar infantry 
brigades still had little chance in the 1967 fighting 
Equipped with bolt-action rifles, the infantry generated 
far less fire-power than the opposing Israeli units 
(equipped wdh automatic rifles and submachineguns). 
With little real anti-tank capability, the unit could not 
fight Israeli lank and mechanized forces. Finally, the 
limited strength of the Jordanian Army forced the 
Jordanians to extend brigades over large areas. The 
27lh, assigned to defend Jerusalem, was attacked by 
three Israeli brigades. Individually, each of the Israeli 
brigades was as slrong as the 27th. Expected support 
from nearby units failed to materialize, a result of 
brutal airstrikes and the activity of Israeli armor. 
Against such odds, the 27th did as well as any unit 
could have, before the predictable conclusion. 
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1973 Syrian Infantry Division: Directly derived from 
the Soviet Motorized Rifle Division. Weak in armored 
personnel carriers, the division could field only one 
weak mechanized brigade. Thismeant that the two foot 
infantry brigades had to be left behind during the 
advance into the Golan Heights in the first days of the 
war. In consequence, a large portion of the strength of 
the division never contributed to the fighting until 
counterattacking Israeli forces appeared. 
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Syria 


Little information is available on the organiza- 
tion or the 1967 Syrian ground forces. All that is 
really known is that the infantry brigades contain- 
ed a battalion of T-34/X5 tanks. Presumably 
Syrian units were organized like Egyptian units 
(which, of course, means like Soviet units). 
Unfortunately, there is loo little data available to 
permit any degree of reliability to be attached to 
such a guess. 

In 1973, the Syrian Army was organized into 
units similar to those deployed by the Egyptians, 
but with a number of significant differences. First. 


the Syrian infantry units did not have the anti- 
tank sections added to the infantry platoons of 
Egyptian units. This considerably weakened their 
anti-tank capabilities. The Syrian infantry 
divisions were similar to their Egyptian counter- 
parts, with three major exceptions. First, the 
Syrian infantry divisions contained two infantry 
brigades, one mechanized brigade, and a tank 
brigade. Second, the Syrian units did not contain 
the extra tank battalion probably attached to 
Egyptian infantry divisions. Third, the organiza- 
tion of the Syrian mechanized brigades probably 
differed from Egyptian structures. Instead of 
containing three mechanized battalions, the 
Syrian mechanized brigades only had two. While 
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Of necessity, much of the information used in 
designing the game is not 'authoritative' For 
PANZERBI.IT/. and PANZERLEA DER. of- 
ficial material was easily available. For ARAB- 
ISRAELI WARS, much important, up-to-date 
material of a similar nature had to be guessed at. 
Hopefully, these informed guesses (based on best 
available information) are correct (or. at least, 
reasonably so), but it is possible that some of the 
information could be wildly erratic. For this 
reason, it is best to be cautious when dealing with 
the data presented herein (The same is true of any 
material concerning the Middle East: even 
supposedly "authoritative official" sources can- 
and do-spoul utter nonsense on this subject). 
Note: some of the information presented here 
contradicts supposedly 'authoritative' sources, in 
such cases the designer's data is based upon best 
available information, in other words, those 
"authoritative" sources are, quite simply, wrong. 
A large amount of basic research went into this 
game, covering several years of intensive work. 
During this time, all possible sources available to 
the designer were compared and analyzed. 
Through such critical analysis, it was often 
possible to discover much of interest which was 
not readily apparent. It is likely that more than a 
thousand hours of research, interviews, and 
analysis was devoted to the Arab-Israeli conflict. 
Not ail of the information was directly useful, but 
it a//ensured that the presentation was as factually 
accurate as humanly possible. 

During the designer's research on the Arab- 
Israeli conflict, several hundred different works 
were consulted, ranging from newspapers and 
periodicals to books, hearings before Con- 
gressional committees and Department of Army 
publications. Most of these sources added only 
small bits of information that needed to be pieced 
together to form a relatively complete picture. 

For this reason the bibliography is limited only 
to those items of general interest giving the gamer 
a broad understanding of the military side of the 
Arab-Israeli conflict. 


The best general work on the subject is 
probably THE ISRAELI ARMY by Dan 
Horowitz and Edward l.uttwak. It provides a 
broad, balanced perspective ol the full period, 
covering many subjects ignored by other writers. 
It also provides concise accounts of many of the 
important battles. There are three works useful for 
the 1956 war. The first is an article by Bernard Fall 
in the July. 1957 issue of the Military Review. 
While this might be difficult to obtain, it is an 
excellent military history, written under difficult 
circumstances, and makes a good supplement for 
the second work. The second is Moshe Davan's 
DIARY OE THE SINAI CAMPAIGN. This 
book is one of the best military histories ever 
written: concise, accurate and with little bias, it 
provides a compelling picture of how the conflict 
unfolded to the view of the man commanding the 
Israeli Army. A third work, less useful than the 
other two, but still of some value, is S.L..A. 
Marshall's SINAI CAMPAIGN. 

There are few useful works on the 1967 war. 
The best of a poor lot is THE THIRD ARAB- 
ISRAELI WAR by Edgar O'Ballance. While 
generally comprehensive, the author makes a 
number of gross factual errors. Only two other 
works are worth mentioning, primarily because of 
the balanced perspective they give of one facet of 
the war. These are Abdullah Schliefer's THE 
FALL OE JERUSALEM (one of the few 
satisfactory military histories of the Arab-Israeli 
conflict written by an Arab author available in 
English) and Abraham Rabinovich's excellent 
THE BATTLE FOR JERUSALEM. Both 
contain lots of good data and complement each 
other in a very satisfactory way. 

For the 1973 war the best single work isChaim 
Herzog's THE WAR OF ATONEMENT. An 
excellent book, it is marred by a number of 
irritating errors. Best ignored is the mediocre, 
unreliable and all-too-common THE YOM 
K/PPUR WAR by the Sunday Times Insight 
Team. 


this reduced the fighting power of the units, it also 
made them easier to command -no small con- 
sideration for a country with lew experienced 
senior officers. Similarly organized mechanized 
brigades were found in the two tank divisions. 

The Syrians had one singularly unique forma- 
tion They had an anti-tank battalion, made up of 
three companies of BRDM Sagger carriers and 
two companies of 107mm recoilless guns 
(probably 27 BRDMs and IK 107mm guns). Such 
an organization makes good sense: the Saggers are 
effective from 500 to 3000 meters; the recoilless 
guns are effective from to 1000 meters. Thus the 
'dead zone" of the Saggers is covered by the 
recoilless guns. 


G 


RUSSIAN 

CAMPAIGN 

PBMKIT 

In response to many requests for it, we've gone 
ahead and done another PBM Kit after stating 
numerous times: "never again". RUSSIAN CAM- 
PAIGN is a good medium for postal play though 
and is perhaps our best game for pbm. The 
combination of double impulse moves and the 
relatively small number of turns makes it a delight to 
play by mail. 

Each kit comes with full instructions for both 
pbm in general and RUSSIAN CAMPAIGN in 
particular. A kit includes 4 pads — two each for 
Russian and German moves, and includes 
everything necessary to record movement, combat, 
and retreats plus special functions like rail move- 
ment, sea movement, weather and replacements. A 
complete kit sells for $6.00 plus postage. A half kit 
with only two pads costs $3.00 plus postage. 
Maryland residents please add 5% sales tax. 


THE GENERAL 
BINDERS 

These binders are ruggedly constructed in 
attractive red leather finish vinyl, with gold 
embossed logos of the THE GENERAL and the 
Avalon Hill Game Company located on the front 
and spine. Each binder measures 9" x 1 2" x 1 y 4 " and 
holds twelve (12) copies of THE GENERAL. 
Spring-steel retaining wires hold the issues firmly in 
place, yet your magazines are not damaged in any 
way, and can easily be removed from the binder at 
your desire. The binders are available from Avalon 
Hill for S5 plus 75c postage. Maryland residents 
please add 5% state sales tax. 


PAGE 10 


THE GENERAL 


THE ARAB-ISRAELI WARS 

UNIT COMPOSITION CHARTS 


This chart gives the players an idea of the 
organization and composition of the unit counters. 
Most counters represent actual TO&E organisa- 
tion. The ma in exceptions are the tank units. For the 
Egyptian Army, a company consists often tanks, a 
platoon contains three tanks. Three is too small and 
ten is too large for our gaming purposes. Much the 
same is true of the Israeli units. For this reason, the 
standard PANZERBLITZj PANZER LEADER 
tank counter size was adopted (five tanks per unit 
counter) which yielded great benefits from the 
standpoint of 'overall simulation' results. 

Most of the equipment used by both sides came 
from outside arms suppliers (usually the Soviet 
Union and United States, sometimes Great Britain 
or France). This meant that all of the wars were 
fought with only those weapons available at the 
start. Another consequence of this dependence on 
outside supply was that often both sides had the 
same equipment. British equipment was used by 
Egypt, Iraq, Israel, and Jordan; American equip- 


ment by Israel and Jordan. Through captures, 
Israeli troops often used the same equipment as 
Egyptians, Iraqis, and Syrians. In short, the 
following chart represents an overview of the 
weapons of the world as applied to the Middle East: 

FOR UNIT DESCRIPTION 
ABBREVIATIONS— 


AA 

Anti-aircraft 

APC 

Armored personnel carrier 

AR 

Automatic rifle 

AT 

Anti-tank 

ATG 

anti-tank gun 

AVLB 

Armored vehicle launched bridge 

HMG 

Heavy machinegun 

KG 

Kilogram (2.2 pounds) 

KM 

Kilometer (0.62 miles) 

KPH 

Kilometers-per-hour 

LUG 

Light machinegun 

M 

Meters 

MG 

Machinegun 


MK 

Mark 

MM 

Millimeters 

MMG 

Medium machinegun 

RG 

Recoilless gun 

ROF 

Hate-of-fire 

RPM 

Rounds-per-minute 

RR 

Recoilless rifle 

SMG 

Submachinegun 

WWII 

World War Two 


COUNTRY ABBREVIATION— 


cz 

Czechoslovakia 

EG 

Egypt 

FR 

France 

IS 

Israel 

IT 

Italy 

JN 

Jordan 

PO 

Poland 

SU 

Soviet Union 

SY 

Syria 

UK 

United Kingdom 

US 

United States 


ISRAEL 


NAME 

COMPOSITION 

Infantry 

25 35 men, several LMG, 
20-30 AR and SMG, 82mm 
Metol bazooka or LAW 
AT rockets. 

»_ 

about 20 men, about 6 
MG.SMG. 

81mm mortar 

6 81 mm mortars, about 
30 men. 


Engineer 


Pontoon Engineer 


Cobra 


M-113A1 


INFANTRY AND NON-VEHICULAR UNITS 


COMMENTS 



The composition and equipment of Israeli infantry and paratroop units have changed 
considerably over the period 1956-1973. Initially, most infantry was equipped with rifles 
and SMG's. By 1967, most had a mix of SWIG and AR (the exact proportions varying from 
unit to unit, depending on preference and need). Since 1973, all units are equipped with AR, 


Attached to weapons companies in many infantry and paratroop units (it is not known i 
such units were ever attached to the armored infantry units). It is probable that with 
increasing use of ARs, these units have now been eliminated. 


• 


About 30 men, with 
engineering and infantry 
weapons. About 30 men, 
with SMG. 
About 30 men, with SMG. 


Israeli-produced mortars with a range of over 4600 meters and a maximum ROF of 20 
rounds per minute. There is another version, probably for paratroop use, with a range of 
only 4000 meters. 

Equipment probably varies considerably, but can include Israeli-produced LTH flamethrowers 
(weighing about 20 kg, with a range of 40 m), bangalores, and Israeli-produced rockets for 
attacking fortifications. 

Special units put together after 1967 to use the bridging equipment to be used to cross the 
Suez Canal. 


About 10-15 men, 3 Cobra 
launch units, 6 Cobra AT 
missiles. 


Equipment obtained from West Germany as part of some arms deals transacted in the early 
1960s. The Cobra, with an effective range of 400 to 2000 meters can penetrate up to 500mm 
of armor plate. This 10 kg missile requires 23.5 seconds to reach maximum range. There is no 
real proof that this system has ever been used by Israel in combat, though Arab sources have 
claimed that Israel used some kind of AT missile in the early fighting during the 1973 war 
(which would mean either the SS-1 1 or the Cobra). 

VEHICULAR AND AIRCRAFT UNITS 




NAME 

COMPOSITION 

WEIGHT 
(TONS) 

SPEED 
(KPHI 

RANGE 
(KM) 

CREW 

MG 

ORIGIN 

USE 

COMMENTS 

M3 

3 M3 halftracks, 
3 MG, 6 crew 

9.1 

70 

320 

2/11 

1 



Some also used by Egypt. A 
WWII-vintage vehicle still 
used because of its economy 
and availability. 


3M-113AJ APCs, 
6 MG, 9 crew 


10.9 


70 


490 


2/10 


US IS M-113A 1 also used by Jordan 

(since 1973), Saudia Arabia 
(ordered 1975), and Kuwait 
(ordered 1976). 
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Armored 
infantry 


TOW/M- 
113A1 


SS11/M3 


90MM 


Sherman 50 


Sherman 
51HV 


Trucks 

2-6 five-ton 
trucks 

— 

— 

— 

— 

— 

— 

IS 

Israel uses a variety of Western 
& captured Soviet vehicles. 

Scout 
Jeep 

4 jeeps, 4 MG, 
1 2 crew 

1.5 

90 

280 

3 

1 

- 

IS 

Extensively used in 1956 and 
1967. Still used for security 
operations. 

106mm 
RR 

4 jeep-mounted 
106mm RR, 
1 2 crew 

1.5 

90 

280 

3 



US/IS 

IS 

Many 106mm RR's license- 
built in Israel. Effective 
range: 1100m, ROF: 5 


4 M- 1 13A 1 
APCs, 20 MG, 
4-2" (52mm) 
mortars, about 
30 men 


10.9 


70 


490 


8? 5 


US 


Each APC mounts 1 -.50 cal 
HMG, 2-.30cal MMG, 2-.30 
cal LMG.and 1-52mm mortar. 


AMX-13 

5 AMX-13 light 
tanks mounting 
75mm guns (32 
rounds each), 5 
MG, 15 crew 

15 

60 

340 

3 

1 

FR 

IS 
EG 

This light tank mounts a 
75mm high velocity gun equal 
in power to that mounted on 
the German WWII Panther. 



120mm 

6 1 20mm mortars 

Mortar 

mounted on M-3 


halftracks, about 


40 men 


70 


320 


IS IS Israeli-produced version of 

Finnish weapon. Range: 
6200mm; ROF: 10. 




4 TOW anti-tank 10.9 

missile launchers 
mounted on 
Ml 13A 1 APCs, 
about 35 TOW 
missiles, 12 crew 

4 SS- 1 1 anti-tank 9 
missile launchers 
mounted on M3 
halftracks, 12 

crew 

6 90mm AT guns 9 

mounted on M3 
halftracks (50 
rounds each), 
about 30 men 

5 Sherman Mk. 50 32? 
tanks mounting 

76mm guns (about 
75 rounds each), 
1 0-1 5MG, 20-25 
crew. 


70 


490 


US IS Jordan, Kuwait, and Saudis 

Arabia also obtained TOW 
after 1 973. 



70 


70 


40? 


320 


320 


160 


FR 


FR 


4-5 2-3 


IS 


IS 


IS 


SS-11 also used by Saudia 
Arabia. 


Local modification using 
French guns. 


I 


Israeli modification of 
Shermans obtained without 
effective armament. The 76mm 
guns were taken from M-10's. 
Introduced prior to the 1956 
war. 


Sherman 51 

5 Sherman Mk. 51 
tanks mounting 75 
mm guns (about 75 
rounds each), 1 

32? 

40? 

160 

4 

2 

FR/IS 

IS 

Also called Super Sherman. 
France supplied 100 just 
before the start of the 1956 
war, supplemented by others 



MG, 20 crew 








made in Israel prior to 1967. 


5 Sherman Mk. 37 

51HV tanks 
mounting 105mm 
guns 


44 


240 


IS 


IS 


Uses modified French 105mm 
medium velocity gun. Intro- 
duced in about 1965 and used 
until 1975. A highly efficient 
modification. 


M-48A5 

5 M-48A5 Patton 47.5 

tanks mounting 

105mm guns 

(about 60 rounds 

each), 10 MG, 20 

crew 

50 

450 

4 

2 

IS 

IS 

Obtained from West Germany, 
the U.S. and Jordan (captured). 
Modified by replacing 90mm 
gun with the British 105mm gun 
used on M60A1 and Centurion. 
Also given a diesel engine (as used 
on the M-60A 1). The U.S. began 
similar conversion program after 
1973. 


PAGE 12 


THE GENERAL 


M-60A1 


Centurion 


5M-60A1 tanks 

mounting 
105mm guns 
(63 rounds 
each) 10 MG, 20 
crew 


48 


48 500 


US 


IS 


Patturion 


Tl 67 


Fotorized 
ferry 


M-60AVLB 



20mmAA 


SS11/M3 


UH-1 


ARAB 

NAME 

Infantry 


5 Centurion 51 

tanks, 

mounting 

105mm guns 

1 66 rounds 

each), 10 MG, 

20 crew 


5 Patturion tanks 52 

mounting 105mm 
guns (66 rounds 
each), 10 MG, 20 
men. 


35 100 


UK 


IS 


43 400 


IS 


IS 


5 77-67 tanks 
mounting 105mm 
guns (about 40 
rounds each), 10 
MG, 20 men. 


36? 


50? 480? 


IS 


IS 


Obtained in 1972, 180available in 
1973. 300 more were bought after 
the fighting. Also used by Jordan 
(from 1974) and Saudi Arabia 
(ordered in 1975). ROF: 10 rpm; 
Range effective out to 3500 meters. 

Obtained in 1959, equipped with 20 
pdr. gun. 105mm guns were obtained 
later. While only 10 Centurions were 
lost in 1967, inferior mobility necessi- 
tated the development of Patturion. 
Of 1000 Centurions acquired, 180 
from the Netherlands, 25 captured 
from Jordan, and the rest from Britain. 
ROF:10rcm. ^^^^^^^^^ 

Converted Centurions with the 
same diesel engine and transmission 
as used in the M-48A5 and the 
M-60A 1. Israeli tankers call it the 
best tank in the Middle East, an 
ironic tribute to a tank replaced 
by the British starting in 1965 . . . 
ROF: 10 rpm. 


Israeli conversion of T-54 and 
and T-55 tanks. Captured in 1967 
mounting same gun as in Patturion 
and M-GOA 1 Some sources claim 
Israel replaced Russian engine with 
Western engine. 


several self-pro- 
pelled ferries. 


several M-60 A VLB 48 50 500 

bridge layers. 

several Sherman 32? 40? 1 60 

tanks modified to 

carry mine-clear- 
ing flails. 

6 twin 20mmAAguns 9 70 320 

mounted on M3 half- 
tracks, about 40 men. 


IS? 


US 


IS 


IS 


Able to carry medium tanks. Used 
in 1973 to cross Suez Canal until 
bridges available. 


I 


Israel also uses similar M48A VLB. 


IS Probably Israeli-made. Used in 
1967 and 1973. 


1 


IS 


IS Guns made in Israel. Uses optical 

sighting system. 


TOW/M-113A1 

4 TOW anti-tank 
missile launchers 
mounted on M- 1 13A 1 
APC's, about 35 TOW 
missiles, 12 crew. 

10.9 

70 

490 

3 

US 

IS 

Jordon, Kuwait, and Saudta 
Arabia also obtained TOWafter 
1973. 


4 55-7 7 anti-tank 
missile launchers 
mounted on M3 half 
tracks, 12 crew. 


70 


320 


FR 


IS SS-11 also used by Saudi Arabia. 


HueyCobra 

Several AH- J Huey- 
Cobra attack heli- 
copters. 

4 

350 

622 

2 

US 

IS 

Obtained in 1976. Can carry up to 
6 TOW AT missiles with 4000m 
range. 


Several UH-1 assault 
helicopters. 


200 


520 


2/11 


12 


IT 


IS 


Italian-produced AB-205A version 
of U.S. designed UH-1 assault trans- 
port. 


COMPOSITION 

25-35 men, up to 25 AR, LMG, 
and SMG, several FtPG-7 AT 
rocket launchers possibly a 
BW 82mm RG, Sagger AT 
missiles. 


COMMENTS 




Composition varies considerably, depending upon nationality, period, and type of unit. Syrian 
infantry, and Egyptian mechanized infantry between 25 and 30 strong. Jordanian infantry and 
Egyptian 1973 infantry around 35 strong. Egyptian 1973 infantry has AT section with Sagger 
AT missile team, but capabilities are included in the Sagger units. 
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Commando 


Engineer 


Pontoon 


Sagger 


82mm Mortar 


107mm RG 


25-30 men, AR, SMG, and 
some RPG-7's. 


about 50 men, with engineering 
and light infantry weapons 
including flamethrowers. 


about 50 men, with light 
infantry weapons. 

about 12 men, 3 Sagger AT 
missile launchers. Sagger AT 
missiles. 


6 M-37 82mm mortars, about 
40 men. 


4 6B11 107mm RG, about 
20 40 men. 


These units represent the special commando units that exist in all Arab armies. With less heavy 
equipment than regular units, they cannot generate as much firepower, a weakness compensated 
for by higher morale levels. 

Every Syrian and Egyptian brigade includes such a unit, which provides combat engineering 
support. 



Specialized engineers trained in the use of pontoon bridging equipment 



Known asPUR-64 ("Bumblebee"! to Soviets, code names given by Western intelligence include 
AT-3aric) Sagger, Foot troops carrying so-called suitcase version of the Sagger AT missile (the 
name comes from the case in which the Saggers are carried). The Sagger with an effective range 
of 500 to 3000 meters, can penetrate 400mm of armor. The 1 1 Kg. missile takes 27 seconds to 
reach maximum range (compared with the 15 seconds required for the TOW AT missile). It is 
estimated that about 1 5 to 25% of all Israeli tanks destroyed in 1973 were knocked out by the 
Sagger. The Sagger is continuously controlled by the operator during its entire flight, using a 
joy-stick. Thus, the operator must be highly skilled, able to concentrate on the missile for up 
to 30 seconds. To achieve this level of skill, operators are required to make 5000 practice firings 
using a special simulator. Even during the fighting operators continued to practice on a daily 
basis on the simulator. The Egyptian troops often fired Saggers over Suez Canal on the first days 
of the 1973 war to support troops in the Sinai. 


This Soviet weapon dating from the 1940s, has a maximum range of 4000 m. With a crew of five, 
the mortar can achieve a ROF of up to 25 rounds per minute. Weighs only 56 Kg. The mortar is 
used as a battalion weapon by the Arabs, though the Soviets have replaced it with the 120mm 
mortar in all but paratroop units. Range inferior to comparable Israeli 81mm mortar. 

This weapon has long since been removed from front-line Soviet use, replaced by better weapons. 
The B-11 has a maximum effective range of 1000 m, and a ROF of 6. It requires a 5 man crew. 
Unlike its American counterpart, the 106mm RR, the B-7 7 is not rifled. 


TOWED ARTILLERY UNITS 


NAM 


COMPOSITION 


WEIGHT 


RANGE ROF 


CREW ORIGIN 



USE COMMENTS 



85mm ATG 


122mm HOW 




120mm Mort 


S-60 


ZPU-4 


NAME 


BTR-152 


BTR-50 


6 17-pdr (76.2mm) 
ATG, about 50 men, 

6 25-pdr (88mm) gun 

howitzers, about 80 

men. 1800 

6 SD-44 85mm ATG 2300 
about 70 men 

6M-38 122mmhow- 2500 
itzers, about 80 men. 


6 M-43 1 20 mortars, 500 

about 40 men. 


20 

12000 6 8 

2000 10-15 7 


1 2000 5-6 


8 


5700 


15 


UK 

UK 
SU 

SU 

SU 


6 S-60 57mm AA 
guns, about 60 men. 


4000 




6 ZPU-4 quad 14.5mm 2100 
HMG, about 40 men. 


600 


1200 4x600 


SU 


SU 



JN 

JN 

EG 

EG 
SY 

EG 
SY 


EG 
SY 


EG 
SY 

EG 
SY 


VEHICULAR UNITS 


COMPOSITION WEIGHT SPEED RANGE CREW MG ORIGIN 

(TONS) (KPH) (KM) 


4BTR-152V, MG, 8.6 

8 crew. 


4 BTR-50PK, 
4 MG, 12 crew. 


75 


44 


650 


240 


2/14 


3/18 


SU 


SU 


WWII Surplus. 


WWII Surplus. 



Equipped with Auxiliary Propulsion Unit 
(APU) giving self-propelled speed of 25 kph. 


WWII vintage. Still effective although out- 
ranged by modern weapons. Israelis organ- 
ized several battalions of captured guns. 

WWII vintage. Very efficient weapon even 
though it barely outranges Israeli 81mm 
medium mortar. 


l. 



Highly effective optically-controlled gun 


Optically-controlled weapon, relying on 
large numbers for effectiveness. 


USE 


SY 


EG 

IS 

SY 



COMMENTS 


First APC used in large numbers 
by Arabs, after 1967 confined to 
second-line use. 


Israel uses large number of 
captured vehicles since 1973 


• 
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BTR-60 
OT-62 


BPM 


BRDM-1 


T-34/100 



SU-100 


T-55 



T-10M 
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4BTR-60PB, 10 

8 MG, 8 crew. 

4 OT-62, 3 13 

107mm RG, 
1 2 crew. 

4gPM-7,4-73mm 12 

guns, 4 MG, Sagger 
AT missiles, 12 crew. 


80 500 


2/14 


SU 


60 325 


3/18 1 CZ 


3/8 1 SU 


SY 


EG 


EG 
SY 


Czech version of BTR-50. 


■ 


Originally, it was thought the 
BMP carried 76mm gun. The 
73mm gun is automatically 
loaded, with 40 rounds carried. 


M-113 

4 M-113, 4 mg, 
8 crew. 

11 

65 

325 

1/12 

1 

US 

JIM 

With gasoline engine; see Israeli 
M-113A1. 

truck 

2 6S/Z.-?57trucks 

drivers. 

4.5 

60 

600 

1/19 

- 

SU 

EG 

Jordan uses equivalent West German 
and U.S. vehicles. 

106mm RR 

4 jeep mounted 
106mm RR, 12 crew. 

1.5 

90 

280 

3 

— 

us 

JN 

Effective range: 1100m ROF: 5. 

PT-76 

3 PT-76B, 3 76mm 
guns, 2 BTR-50PB, 
5mg, about 30 men. 

14 

45 

250 

3 

1 

SU 

EG 
SY 

Small number of captured models 
used by Israel. 


140mm 

GBM-14 140mm 

MRL 

MRL, about 60 


men. 


8.2 


60 


600 


SU 


EG 
SY 



A post-war development of the 
WWII Katyusha rocket launcher 
Number of rounds: 16; Range: 
10,600 m (exact range is con- 
troversial), time to reload: 3-4 
minutes 


3 BRDM- 1 Sagger 
missile carriers, 1 
BTR-40PB, 1 MG, 
42 Saggers, about 
20 crew. 


80 500 


SU 


EG 
SY 


6 100mm AT guns 30? 

mounted on modi- 
fied T-34 chassis, 
about 70 men. 


6 SU-100 assault 30 

guns, 6 MG, 24 

crew. 


50 


275 


EG 


57 


300 


SU 


EG 
SY 


The BTR-40 is a command 
vehicle. In Egypt all BRDM Sagger 
carriers were assigned to mecha- 
nized infantry brigades but many 
were detached during the 1973 
war to support the infantry 
brigades in the Sinai. 


Syria uses a version mounting 
a 1 22mm gun. The T34/100 
mounts a Soviet T-12 100mm 
ATG with a range of 3000m, 
ROF of 7-8rpm, and crew of 
7. 

WWII vintage. An effective 
weapon used by Egypt in 
1956, 1973. Probably still in 
use. 




T-34/85 

5 T-34/85 tanks 
mounting 85mm 

32 

50 

275 

5 

2 

SU 

EG 

WWII vintage. In 1973 only 
used as training vehicle. Syria 


guns, 10 MG, 20 








used 200 as static anti-tank 

men. 








weapons. 


5 7-55 tanks 36 50 480 

mounting 100mm 

guns (42 rounds 

each 10 MG 20 

crew. 

5 T-62 tanks mount- 36.5 48 500 

ing 1 1 5mm smooth- 
bore guns (40 rounds 
each), 5 MG, 20 crew. 

5 T- 10M tanks mount- 50 45 250 

ing 122mm guns (30 
rounds each), 10 MG, 
20 crew. 


SU 

EG 

CZ 

SY 

PO 



Captured models used by Israel 
as TI-67. ROF: 3-5. 


SU 


SU 


EG 
SY 


EG 
SY 


T-62A mounts 2 MG. ROF: 4 


" 


Improved version of JS-lil used 
in WWII I; some used by Israel. 
Powerful gun limited by small 
ammunition capacity. 


Centurion 

5 Centurion tanks 

mounting 20-pdr 
(83.4mm) guns 
(64 rounds each), 
10MG.20 crew. 

51 

35 

97 

4 

2 

UK 

EG 
JN 

Limited range and inferior speed 
hamper an otherwise satisfactory 
design. Egypt received 32 in 1954 
and Jordan 40 or more by 1967. 
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PT-54 

several T-54 tanks 
mounting mine- 
clearing equip- 
ment. 

36 

50 

400 

4 

3 

SU 

EG 
SY 

" 

MTU-2 

several T-55 tanks 
modified to carry 
and lay bridge. 

36 

50 

400 

4 

3 

SU 

EG 
SY 

Similar to T-55 carrying a 19m 
bridge; Egypt also used earlier 
MTU- 7 based on T-54. 


GSP 


several GSP ferries. 


18? 


40? ? 


2? 


PIMP 


large number of 
heavily modified 
10-ton TATRA 
873trucks. 


70 400 ? 


SU EG Pontoons mounted on M-65 

carrier able to carry loads up to 
52 tons. Two GSPs are combined 
to form one ferry. 

SU EG Egypt also used earlier Soviet 

bridges, the TMM and TPP, 
as well as bridges obtained 
from West Germany. 


MLG 

several BTR-152 
APCs towing the 
MLG automatic 
minelayer. 

9? 

75 

650 

7 

SU 

EG 

Possibly used by Syria. 


Shilka 


M 


4 ZSU-23-4 Shilka 
SP AA vehicles, 
mounting quad 
23mm guns. 

3 Mi-8 transport 
helicopters. 


15 


12 


44 250 4 


250 425 2-3 


SU 


SU 


EG 


EG 
SY 


The most effective AA weapon 
in the world. Effective ROF. 
4 x 400 rpm; Range: 2500m. 


Can carry bombs, napalm 
rockets, or Saggers. 


m 


ARMIES IN CONFLICT 

MORALE: Key to Victory 


Morale levels vary from period to period, from 
army to army, and from unit to unit. This section 
is intended for gamers interested in creating their 
own situations, providing the necessary data for 
assigning morale levels. 

ISRAEL: In 1956 the typical Israeli unit had a B 
morale level. Exceptions include the 202nd 
Paralroop Brigade, a crack unit led by Arik 
Sharon (who commanded the attack on Abu 
Agheila in 1967 and the canal crossing in 1973), 
had an A morale level. Other units such as the 37th 
Armored Brigade and the 4th Infantry Brigade 
had C morale levels, a tribute to poor leadership 
and training in these reserve units. 

The typical Israel unit in 1967 had an A morale 
level. The quality of the reserve units had 
increased considerably since 1956. so that there 
was less variation between individual units. A 
number of units had B morale levels, such as the 
second-line infantry battalions attached to the 
Jerusalem Brigade and a number of other infantry 
formations. 

In 1973, all Israeli units had an A morale level, 
with two significant exceptions. The reservists 
manning the Bar-Lev line (from the 16th 
Jerusalem Brigade) and certain a</-/iortank units 
formed in the course of the war had B morale 
levels. In addition, at various times certain lank 
units that fought continuously for extended 
periods of time had their morale levels temporarily 
reduced to B. 

EGYPTIAN: In 1956. the typical Egyptian unit 
had a C morale level. Reserve and national guard 
units had D morale levels. The 1st Armored 


Brigade may ratea Bmorale level, unless it hasjust 
been subjected to intensive air attack. It is. 
however, important to remember that most of the 
Egyptian units in the Sinai were not the better 
ones. All of the good units had been pulled out to 
protect the Sue? Canal and the Nile Delta from the 
expected Anglo-French attack that followed the 
Israeli invasion. 

In 1967. Egyptian units had morales of Band 
C. The good regular army units (of which there 
were only a lew) had the B morale; the rest were 
C's. A few units, suchas the commando battalions 
and the paratroop brigade could have rated as A 's. 
Unfortunately, there is no way of telling howlhey 
would have fought given a fair fight (by the time 
such units got into action, the war was over for all 
intents and purposes). Another problem the 
Egyptians had was severe disorganization. The 
rapidity with which units were transferred into the 
Sinai from peace-time bases, coupled with an 
unwieldy command structure caused severe 
problems. So much so that by the start of the war 
many units were out of supply, in need of major 
maintenance, etc. (Many infantry units were sent 
out to desert positions, and then apparently 
abandoned by higher headquarters. By the start of 
the war. such units were already disintegrating. 
Armor units were often shuttled around so much 
that they were in need of major refit.) 

In 1973, the general quality of the Egyptian 
Army had greatly improved. The average unit was 
a B. In addition, special units like the commando 
iSaiqa) battalions, had A morale levels. 
SYRIAN: The average Syrian unit in 1967 had a 



morale level of C. The only superior units, with 
morale of B, never saw action because they 
remained in Damascus and North Syria protect- 
ing the regime in power from attempted coups. By 
1973, the average unit was either a flor CTdivided 
about half and half). The 0\ included such units as 
the 3rd Tank Division, commanded bylhe brother 
of the Syrian President. Unlike 1967, units 
intended to protect the regime were committed to 
action. Although they suffered heavy casualties- 
losing up to two-thirds of their equipment, the 
same regime is still in power. 
OTHERS: The Jordanians are B's through 1967 
(with the exception of the tank brigades, which 
would be A's). In 1973, the tank brigades 
committed to the Syrian front were A's. The 
Iraqis, such as they are and were, tend to be C's, 
except when they are D's. It is possible that there 
may now be somen's in the Iraqi Army-about as 
likely as a Jewish Pope ... (In the words of one 
critic, the Iraqi Army makes the Egyptians all look 
like Prussians). The Palestine Liberation Army 
units that fought in 1967 (in the Ga/.a Strip) and in 
1973 (in Egypt and Syria) were C's. Some might 
now be B's. 

IMPORTANT: Unless you are willing to do a lot 
of paperwork, all the units on one side should have 
the same morale level. Thus it is usually necessary 
to come up with an average for all the units used. 
Note, however, that the Jordanian counters can 
easily be used for units given a different morale 
level from the rest of the Arab counters. 
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BARBAROSSA REPULSED! 


Expanding on The Viipuri Defense 


Bv J. Richard Jarvinen 


Defense lor the Soviet player in RUSSIAN 
CAMPAIGN a not an easy task. By the first winter 
many Soviet commanders are reduced to tears as 
their paltry army is lorn to shreds by the ruthless 
German advance. All advantages are on the German 
side: power, mobility, air support and even 
psychology. The German army appears invincible 
while the Russian forces are continually haunted by 
the specter of defeat. However, a defeatist attitude 
must be avoided if the Russian line is to hold. Loss 
of confidence at a critical time can be fatal. A river is 
abandoned without a fight. A fallen city that could 
have been liberated is left to the mercy of the 
invader. Or a hundred other positions that could be 
saved are lost, due to despair rather than to tactical 
or strategic considerations. 

For some players, these problems are insur- 
mountable. They would rathertake command ofthe 
German forces, with their overwhelming attacks 
and spectacular breakthroughs, while swarms of 
Stukas harass the Russian defense. Despite these 
disadvantages, I still prefer the role of Stalin. 
Patience is its own reward. With careful play and 
proper Utilization of resources, the German tidecan 
be stemmed. Psychology can also work to the 
Russian's advantage. The desire for revenge, the 
chance of defeating an enemy whoattacked without 
provocation, and the reclaiming of land rightfully 
yours can all he very satisfying and contribute to the 
Russian attitude. 

Having presented an opening defense for the 
Russian player ("The VHpwi Defense." in Vol. 13. 
No. 6). the next logical step in a study of Russian 
defensive tactics is an analysis ofthe middle game. 
For purposes of this article, the middle game is 
defined as the period from Sept. -Oct. '41 to Nov.- 
Dec. '43. This critical time will determine to what 
extent and when (if ever) the Russian can assume the 
offensive. Consequently an overall policy of defense 
and consolidation is proposed. Offense is consid- 
ered only prior to or during snow months or when 
necessary to regain a crucial objective. Whereas in 
the first few months of war. the Russian iswillingto 
give up large areas of land, the middle game period 
is one where ground must be held, in some cases at 
all costs. In these instances, offensives are not only 
desirable, but mandatory. If the Russian is able to 
assume an overall offensive posture before the end 


of 1943. well and good: but with evenly matched 
opponents and normal weather, this is generally not 
possible. 

Basic Russian Strategy 

As this article is primarily concerned with the 
tactical aspects of Russian defense, only slight 
consideration will be given to the overall strategic 
picture. However, as strategy is by necessity 
inextricably intertwined with tactics, some discus- 
sion is necessary. The major question of strategy is 
where should the Russian forces stop falling back 
and attempt to form a cohesive defensive line. In the 
opening, river lines are used to advantage, but these 
lines should be recognized as being only temporary, 
serving to delay, but not stop, the German advance 
while the Russian production builds up steam. 
Obviously the Russian cannot retreat forever, as he 
would soon retreat off the board and lose the game 
by default. The question is where:' 

In Diagram I two major defensive lines are 
shown. The yellow line is the hirst Line of Defense 
(FLD) and the red line is the Main Line of Defense 
(MLD). This is the basic position that the Russian 
would like to present to the German when the 
weather clears in 1942. While local exceptions to the 
defense presented are unavoidable, an attempt 
should be made to recreate this line as faithfully as 
possible. 

The FLD should be held whenever possible, but 
not at the cost of committing a large amount of 
resources and or reserves. Once broken, an orderly 
withdrawal should be made to the MLD. This isthe 
line that should be held if the Russian hopes to 
retain any chance of winning the game. If it can't be 
held, an effort should be made to make the breach so 
costly to the Germans that it will be fatal to his 
cause. The MLD is also the line where reserves 
should be committed in order to regain key rivers 
and major cities. Only in the most dire circum- 
stances should this line be abandoned, Only when 
all hope of a win has been lost should the Russian 
retreat to the final line of defense, which consists 
basically ofthe line from Gorki to Astrakhan (which 
will remain the subject of a future article). Don't 
give up hope too easily. You (and the Russian 
production) may surprise yourself. 


As mentioned before, local exceptions may exist 
in the Russian position ofthe FLD. In most cases, 
however, lost river lines or key hexes may be 
regained with a winter offensive. Winter is when the 
German is most vulnerable, and therefore more 
cautious. Attack with abandon in Nov-Dec '41. 
Snow is assured for the next turn, and most German 
commanders will undoubtedly retreat far out of 
range of potential Russian attacks. January and 
February should not be used to attack retreating 
Germans, but rather to consolidate your position 
along the FLD. Care must be taken not to stray loo 
far from the FLD when attacking the Germans, 
because if the weather suddenly turns, you may find 
yourself exposed and vulnerable on the open 
Russian steppes. 

The Russian Dream Defense 

Presented in Diagram I is what I have termed 
the "dream defense." Ambitious is a nicerword, but 
unfortunately dream is more accurate. Shown on 
the map are some 159 combat factors out of a 
possible 227 factors available (not counting Guards, 
workers, paratroopers, Stalin or Stavka). It is 
unlikely that the Russian will have this many units 
in his command when March rolls around. Also the 
German will be trying quite hard to penetrate 
further than the lines indicated by the first winter. 
However, the following assumptions are made: The 
German has failed to take Leningrad. Moscow. 
Kharkov and Rostov; the bulk of his army is 
wintering in or near Bryansk; the Finns have failed 
to break out of Finland; and 159 factors are 
available. In the event that there are less than the 
required number of factors, units in hexes marked 
with an asterisk can be released. The total number of 
factors would then be 116. certainly a reasonable 
figure. However, weaknesses are created wherever 
units are released. If given a choice, units in less 
threatened areas (such as in or near Rostov) should 
be given preference over those around Moscow. 

No guards are shown on the map. Rather they 
would be placed on the hexes marked with ij/t as 
reserve forces to counter any German break- 
through. Specific disposition is left to the player's 
discretion, dependent upon German threats. By 
March. 38 factors of Guards will be available, with 



DIAGRAM 1 VhexeTreinfurced bv rail "A" Guard Reserves 
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more pouring in every turn. These units are 
invaluable, as their mobility and strength can stop 
all but the most determined German drives. Don't 
hesitate to use them to reestablish the MLD. but 
care must be taken to prevent these units from being 
surrounded. Allow paths of retreat and screen with 
the weaker infantry forces. Don'l go chasing minor 
German units out in the open where counterattacks 
are inevitable. 

With the exception ol the Moscow-Tula region, 
the MLD uses river lines to best advantage. It is 
unfortunate that no river lines exist around Tula 
that can be efficiently utilized for defense because 
this area must be guarded. The rail line from 
Moscow to Y-8 is the only rail line linking the North 
with the South. Control of this line is essential if the 
Russian is to have the capability to shift his forces 
quickly to meet the various threats. (Note that the 
reserve forces should be placed on the rail hexes in 
order to insure their rapid deployment.) Severing of 
this critical rail line is tantamount to splitting the 
Russian army in two. a situation from which it may 
never recover. 



DIAGRAM 2 "Alternate Lcninerad Defense" (Mar - 42) 


In the north (Diagram 1 again) we find the 
Leningrad front garrisoned less heavily than some 
may desire. However, I don't recommend commit- 
ting a large force to this area for several reasons. 
First, it is a difficult area in which to maneuver, and 
thus requires armored or guards to defend ade- 
quately. Also, it is somewhat isolated, and a heavy 
commitment may find themselves surrounded and 
away from the fronts where most of the action 
occurs. Therefore I have only two basic objectives 
when defending Leningrad: I) to prevent a first 
impulse attack whenever possible, and 2) holding 
the Finns in Finland to allow an escape route should 
the Leningrad defenders be required to retreat. The 
first objective can be attained by maintaining a unit 
on F-12 (as indicated). The second objective 
requires 7 factors to defend on B-IO, preventing the 
Finns from getting a 1-1 (without air support). If 
resources are available, counterattacks may be 
made in order to regain F-12, thus buying more time 
for Leningrad. Generally, however, I prefer to let 
Leningrad stand alone but with a si/eable garrison, 
forcing the German to commit armored and/ or 
Stukas in his attack, and thus robbing other fronts 
ol these valuable units. If (or when) Leningrad falls, 
the defense shown in Diagram 2 should be 
established as quickly as possible. It is not 
necessary, or desirable, to place a unit on 1-10. This 
hex can be assaulted from both H-l 1 and J-l I. thus 
losing the benefit of the river. The mountain hex of 
J- 10 is much more effective to hold the line. Note the 
3-5 armored units stationed in the mountains. These 
units have more mobility than infantry for penetrat- 
ing into (or out of) the mountains, yet are doubled in 
defense, creating effective retardants against Ger- 


man attacks. Holding the river line on A-9 and B-9is 
not recommended. First, this would require an extra 
unit. Second, units retreating from this line have a 
long way to go to reach any type of security. And 
finally, as long as the hexes F-8 or G-8 are held, the 
German supply must be traced to B- 11, which 
severely restricts any advance north of Lake 
Ladoga. 

The defense in front of Moscow is rather 
standard, the goal being to prevent an easy overrun 
which would leave Moscow vulnerable to an attack 
in the second impulse. The river line in front of Tula 
is heavily garrisoned, for reasons mentioned earlier. 
Note that only one unit in this defense is susceptible 
to being surrounded: the 4th Inf on V-I3. The unit 
on Y-13 is necessary if Kharkov is to be protected 
from being flanked. Even if overrun, the German 
doesn'l gain much. In order to surround Kharkov, 
this maneuver would cost a minimum of 39 factors 
and two Stukas to assure success. And after all that 
he hasn't even broken the river line! 

If considerable German forces are near Rostov, 
the unit on GG-13 is almost mandatory to prevent a 
first impulse attack against units along the Donestr 
rtver. In the second impulse, the Germans could 
then cross the river lines near J J- II, making the 
defense of the lower Don difficult, if not impossible. 

The small armored and cavalry units are found 
defending the Donestr river. These faster units are 
necessary to reach the MLD once the Donestr line 
cracks. The slower moving infantry would just be 
trapped on the open steppes. A unit on JJ-15 is 
necessary if Rostov is to be protected from a sea 
invasion. 

Note carefully the paths of retreat shown. If 
units have been properly placed, the MLD can be 
formed in only one turn. Rail movement is 
necessary to provide Stalingrad with the proper 
protection. 

With a severe shortage of units, it may not be 
possible to form the Donestr river line. In this case, 
the Don river line should be formed as quickly as 
possible, with bastions of defense in Kharkov and 
Rostov to slow the Russian drive. 

The more astute among you may have noticed 
that Archangel has not figured heavily in this 
analysis. Generally I don't worry about Archangel 
during the first two years for the following reasons: 
The Germans must first take either Leningrad or 
Moscow before they can even consider moving on 
Archangel. The Finns by themselves have no chance 
to succeed. Even after Moscow or Leningrad has 
fallen, it is still a long way to Archangel, and the 
German goal will be advertised by the disposition of 
his forces. And unfortunately for the German, his 
supply line must run through X-2, a hex which is 
very vulnerable to attack by Soviet reinforcements. 
These reasons, plus the fact that there are no major 
cities within hundreds of miles, makes for a very 
formidable German task. 

The Combat Results Table 

The CRT in RUSSIAN CAMPAIGN is quite 
interesting, and when coupled with the double 
impulse moves and attacks, can yield some 
interesting facts. One of the more significant 
features is that a l-l (or even a 1-2!) attack is not as 
bad as it appears. While the German is loathe to 
attack at poor odds (he generally wants to be 
assured of breaking a position and is very unhappy 
with exchanges or A I results), the Russian com- 
mander can be much freer with such tactics. 
Assuming he is willing to chance some losses in 
order to retake a key position, a well executed attack 
at low odds can give quite favorable results. 
Consider Table I, The first column lists the 
attackers' odds, the second the chance of success 
when attacking in only one impulse, and the third 


column gives the chance of success when attacking 
in both impulses at the same odds. (A Contact result 
is considered a success as it will hold a desired 
position. But obviously a Contact followed by an 
AR or Al is not a success, and this fact has been 
considered when computing Table I.) 


Odds 

1-4 
1-3 
1-2 
l-l 

2-1 
3-1 
4-1 


Table I 
One Attack 

■Bo.o 

16.7 


Two Attacks 

■Bb.o 

2.8 


50.0 


66.7 


83.3 


94.4 


From this table we can conclude that in all cases 
except for a 1-3 (or worse) attack, a double impulse 
attack definitely increases your chance for success. 
Double impulse attacks, however, are more difficult 
to mount because a reserve force of armored or 
guards must be available should the first impulse 
attack fail. A case in point is shown in Diagram 3. 



DIAGRAM 3 "The hall of Leningrad" (Sep '41) 

Due to a well-coordinated German attack, good 
weather, and Russian mismanagement, you have 
lost Leningrad in September of 1941 (shame!). Only 
token forces face the bulk of Army Group North 
and the Finnish army. It appears that Leningrad is 
lost forever. What would you do? (Assume some 
replacements are available and that the weather is 
clear.) The solution is given in Diagram 4. A double 
impulse 1-2 attack against the Finns is planned, with 
a resultant chance of success equal to 38.9%. (It is 
not 44,4% as indicated in Table 1 because if the 
result of the first impulse attack is AE, there are not 
enough armored units in the vicinity to make 
another attack at 1-2. However, if the arriving 16th 
Inf. is replaced by an armored unit, the expectancy 
is raised to 44.4%.) If an A I is the result of the first 
impulse attack, the 8th Inf. should be eliminated, 
allowing the two armored units to reenter Lenin- 
grad and attempt a second 1-2 attack. Since there is 
a 50% chance of snow next month, you may find 
yourself in possession of Leningrad for the entire 
winter! The best odds the German can get (assuming 
snow) against the 5th Inf. on F-13 is 3-1, and then 
only by soaking off against the 7th Inf. on G- 1 1. The 
Finns will face at best a l-l attack on Leningrad, 
and at worst 1-2. Some luck is necessary and some 
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risk must be taken, but the rewards are well worth 
the effort. The si I uation is nowhere near hopeless, as 
suggested by Diagram 3. 



much simpler it would have been to place the guards 
on U-8 and the infantry on V-9. After the successful 
attack on the 7th, the guards can advance into Tula 
and assist the 39th and 59th for a 3-1 against the 7th. 
Not a sure thing, but it beats the hell out of a 1-2! 


DIAGRAM 4 "The t-'ighl fur Leningrad" (Sep '4!)Kail Movement 


Soakoffs 

Soakoffs are an integral part of most wargames, 
and are particularly important in RUSSIAN 
CAMPAIGN. Faulty execution can have disastrous 
results. Therefore some analysis is required of this 
important concept. In Diagram 5 is presented a 
rather simple problem concerning placement and 
soakoffs. Assume it is clear weather, no other units 
are available, you may not enter the Q or the Z row. 
and your orders are to drive the Germans from Tula 
and occupy it if possible. Not too difficult, but there 
is one fatal trap. Finished? All right, how many of 
you placed your two guard units on V-97( Nobody, I 
hope!) This could be a calamity. Assume you came 
up with the attack shown in Diagram 6. True, you 
have a 5-1 against the 7th Inf. which assures you of 
victory, at the cost of a I -6 soak-off against the units 
on V-IO and X-IO. But if this is what you did, you 
didn't study the consequences of such a move. 
Regardless of the result against the 7th and the 
soakoff, the two guard units are committed to a 1-2 
attack against the 8th and 12th Inf. on V-IO. No 
other units are available to flank the Germans, and 
you face the loss of the cream of your troops. How, 




DIAGRAM 5 "ll's Never luladcl' 


DIAGRAM 6 "Potential Russian Disaster" 


Invariably this type of situation occurs when a 
Contact result is obtained in a primary attack that is 
in conjunction with a soakoff. There are several 
solutions to this problem The first thing is to 
recognize the possibility of its occurrence. Then, 
assuming that enough units are available, to execute 
the attack in one of the following ways: 

1) Position the less mobile infantry in hexes 
where they can attack both forces in question. 
allowing the armored or guards to swing around 
and flank the defending units (as in the above 
example). 

2) Position an extra armored (or possibly guard) 
unit where it can advance and soakoff in the second 
impulse should the original soakoff unit be 
eliminated or unable to advance. 

3) Place an extra unit in the primary attack that 
is not necessary to achieve the desired odds in a hex 
where it can attack both forces. Should the primary 
attack be a Contact and the original soakoff unit be 
eliminated, this extra unit can now provide the 
required soakoff. Note that this unit need not be an 
armored or guard unit. 

Russian Offensive Tactics 

Many Russian commanders often curse their 
slow moving troops. The small movement allow- 
ance and lack of ability to move in the second 
impulse for most of his units preclude the sweeping, 
enveloping attacks that the German uses so 
effectively. However, the observant Russian does 
have some techniques available that can concentrate 
his forces very quickly in a threatened area, perhaps 
not as dramatically as the German but still effective 
enough to stage rather st rong attacks. For example, 
consider the situation in Diagram 7. The time is 
November, 194 1, and the 1st GDhad just arrived in 
Moscow. The weather, fortunately for the Germans, 
has remained clear. The German, however, has 
dispersed much of his force in assaults against 
Leningrad and the southern production centers. But 
still the Russian seems to begreatly outnumbered by 
the powerful and more mobile German forces. 
Assuming you have production facilities totalling 
eight combat strength points (counting the arrival in 
November), all types of units are available in the 
dead pile.andthe newly arriving reinforcements are 
not needed elsewhere, how would you handle the 
situation? (Assume you may not enter hex row U.) 

All those who assumed a defensive posture go to 
the back of the class. Now isthetimetoattack! With 
snow next month, the German will be forced to 
retreat his starving troops, especially when faced 
with potential Russian attacks. For those who 
attempted a 4-1 on the 5th and 20th Infantry on 0-1 2 
with a soakoff against the 13th. give yourself half 


credit. At least you tried. My solution is to launch a 
massive attack against the German left flank, 
driving the Germans back and opening a route for a 
second impulse attack against the 6th and 8th on 0- 
13. Massive, you question? How can that be 
possible? Well, just examine the position in 
Diagram 8. The placement of the new worker unit in 
Kalinin is essential in order to create a 4-3 unit that 
can attack the 13th Inf. from N-II, robbing the 
defender of the river's advantage, as well as giving us 
a 5-1, which assures us of victory. By creating 
another replacement in Moscow we are able to get a 
4-1 on the units on 0-12. By placing the newly 
arriving guards on Q-l I, a 4-1 attack on the 6th and 
8th Inf. can be attained in the second impulse. Other 
units secure the river line in front of Moscow, The 
worst result that can occur against the 5th and 20th 
is a Contact, but that virtually seals theirdoom. The 
7t h Armored could then advance to N- 1 2, surround- 
ing the German force on 0-12. My computations 
conclude a 9.03 (!) expected loss of German combat 
factors against a Russian loss of only 1.97. This 
return plus the overwhelming strength in the area 
will force the German far from Moscow in the 
oncoming snow months. And there is always the 
chance that the attacks will result in the loss of all 18 
German factors (9.3%). These losses will certainly 
hurt the German badly, and if his losses have 
already been considerable, may amount to a major 
disaster. 



DIAGRAM 7 "Moscow Threatened?" (Nov '41) 


Comparing Diagram 7 with Diagram 8. we can 
see a difference in Russian strength of 47 combat 
factors! Despite the movement restrictions on the 
Russian forces, it can be demonstrated that, given 
the right conditions, a lightning strike can be 
quickly generated, throwing the Germans off 
balance or possibly hurting him critically. 



DIAGRAM 8 "AGC Stung!" (Dee "4t| 
....... 

Note carefully the retreat paths for the Germans. 
The 13th is retreated such as to allow the 7th 
Armored access to N-12 should it be necessary. The 
5th and 20th are retreated to non-rail hexes, almost 
always a good idea. 
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And while some may criticize the soundness of 
placing a worker unit so near the front as well as on a 
minor city, this particular situation certainly merits 
such a tactic. While we're on the subject of worker 
units, I might add that I generally place the large "2" 
workers in Archangel and Astrakhan. Both cities 
are remote enough to be out of harm's way, and thus 
provide the maximum possible production before 
being destroyed. The small "I" units 1 place in other 
major cities in the rear, such as Gorki and Saratov. 
Only in the most unusual circumstances (such as in 
the above example) will I consider placing workers 
near the front line or in surrounded cities. 


Harassment Techniques 

Partisans are the primary force that the Russian 
has available to harass the German army. Despite 
their obvious limitations, they should not be taken 
lightly by either the German or the Russian. They 
have three major functions: 

1 ) Delaying reinforcements 

2) Cutting German supply lines 

3) Preventing an easy shift of German forces 
from one front to another 

The third function is particularly important 
when mounting an offensive against a German 
position. The availability of German reserves may 
spell the difference between victory and defeat in an 
area. 

Never assume that you have no place to put your 
partisans. There is almost always some hex the 
German has overlooked or where you may gain an 
advantage, however slight. If the German has 
garrisoned entire rail lines to secure a front, then the 
partisans have already done their job before even 
being placed, having tied up numerous units in 
"partisan duty." 

Partisans are not the only means by which to 
harass German supply and movement. Raids deep 
into German occupied territory can severely hamper 
German logistics, and coupled with partisans or 
paratroopers, may prove crippling. Not uncommon 
is the situation presented in Diagram 9. Army 
Group South has had good success and threatens 
both Kharkov and the key rail junction of ICursk. 



DIAGRAM 9 "German Weakness?" 

Partisans are not the only means by which to 
harass German supply and movement. Raids deep 
into German occupied territory can severely hamper 
German logistics, and coupled with partisans or 
paratroopers, may prove crippling. Not uncommon 
is the situation presented in Diagram 9. Army 
Group South has had good success and threatens 
both Kharkov and the key rail junction of Kursk, 
With only minimum forces in the area, the Russian 


must fall back. However, a popular German trick 
can be used against him in order to stall his 
offensive. Assuming the weather is clear, the Nth 
Armored on CC-1 1 should move down to Z-I7 and 
attack the 30th Inf. Hopefully you can get an AR 
result, allowing you to retreat to Y-18, and thus 
move into Kiev during the second impulse. The 
German will be forced to attack this minor unit, as 
Kiev controls the supply lines into southern Russia. 
If you can spare the unit, the 18th Inf. in Kharkov 
can be added to your attack to raise it to I - 1 . On an 
A I result, the infantry unit is eliminated and the 
armored unit is retreated as before. If a DR is the 
result, the 1 1 th Armored can now move down to X- 
18 and attack the Rumanian 4th at I- 1, again hoping 
for an AR which would enable it to "retreat" into 
Kiev. Counting occupation of Kiev and EX as good 
results, the chance for a favorable mission is 75.0%! 
Even if the mission is a failure, this strategem will 
certainly keep the German commander on his toes, 
and will undoubtedly force him to garrison such 
places as Kiev or form a stronger, but more 
dispersed front line. 

Paratroopers are another weapon at the Rus- 
sian's disposal that can cause the German grievous 
headaches. While not strong enough to create an 
offensive threat by themselves, in conjunction with 
other forces they can prove to be an effective 
weapon. 1 prefer not to use them freely, but to 
reserve their use for a particularly important 
offensive phase or when there is a chance to trap 
some German armored units. In wargames, as in 
chess, the threat is often greater than the execution. 

As they may not move and may not be dropped 
in an enemy ZOC, it is rare when you would want to 
drop more than one paratrooper unit in the same 
hex. Their purpose is not to secure strong points but 
to block enemy paths of retreat. Once dropped, they 
are gone forever, so be stingy with their utilization. 
As long as the Stavka unit lives, there should be no 
reason to bring them on as ordinary reinforcements. 

Another effective trick is a pre-winter invasion 
of Rumania. If the German has not garrisoned 
Rumania, a 3-5 armored unit should invade the 
Rumanian coast at EE-27 in September, advancing 
to DD-28 in October (see Diagram 10). Note that 
this trick will not work in November as the 
Bulgarian garrison will be able to successfully 
defend Bucharest in January. If the German has also 
been careless with his units on "partisan duty" it 
may be possible to place a partisan on W25, which 
virtually assures the armored unit of reaching 
Bucharest in November, causing the surrender of all 
Rumanians. Recapturing Bucharest in the winter is 
practically impossible, and even during non-snow 
months will require considerable effort on the 
German's part. 

Even if the German is able to reach BB-27 by rail 
movement, valuable units are still drawn from the 
front lines as well as use up two or three of the five 
rail allocations which the German has available. If 
snow does fall in November, this relief force will at 
best get a 3-1 on the invader. 

Regardless of the number of ports controlled by 
the Russian, 1 still recommend an invasion against 
an ungarrisoned Bucharest. The rewards involved 
far exceed the cost of replacing one small armored 
unit. 

The possibilities involved in this maneuver are 
interesting enough to make it a "mini-game" for 
study, with the race for Bucharest slightly in favor of 
the Russian player. 

Someone once said, "a little knowledge is a 
dangerous thing." In RUSSIAN CAMPAIGN, this 
maxim can visibly be demonstrated. While it is 
conceivable that none of the above tactics will be 
used in any given game, just knowledge of these 
tactics will place an additional burden on the 



DIAGRAM 10 "Waltzing tip Ihe Danube" (Sep '41 1 

German commander's shoulders as he is forced to 
garrison such remote places as Kiev and Bucharest, 
keep rail lines open, protect front lines from 
paratrooper assault and numerous other little 
irritants, all of which can add up to a giant plus for 
the Russian cause. , . 
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LEBI794 

— 

10. D. Barker 

7 

EFJ1786 

13 

11. R. Wood 

6 

FFMI76I 

6 

12. S. Heinowski 

7 

DFJI746 

11 

13. G. Kilbride 

6 

DEI 1744 

12 

14. D. Greenwood 

1 

CCDI742 

— 

15. R. Leach 

2 

CEI1734 

10 

16. K. MacDonald 

I 

CDF1717 

— 

17. J. Sunde 

1 

DED1686 

— 

18. K. Blanch 

2 

CDDI677 

15 

19. B. Haden 

1 

CEFI671 

— 

20. D. Agosta 

2 

ECEI639 

16 

The above players represent the 20 highest 

verified (1 1+ rated ga 

mes) of the 3.000 member 

AREA pool. Players 

AMh ar 

opponent qualifier 

less than C were not calcu 

ated among the top 

player ratings. 




The fallowing AREA membersh 

ps have been terminated 

No rating points can be 

awarded for games with these 

individuals as thev are no longer members of the system. 

06109-01 45208-01 

70601-04 93063-01 

11214-01 46556-01 

73139-01 Canad-02 

14037-01 58102-0! 

91789-01 OVERS-07 

28301-02 60641-01 

935554)1 
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THIRD REICH: THE EARLY YEARS 


Introduction 

In its three years, THIRD REICH has attracted 
relatively lew articles on tactics and strategy. Aside 
from a Series Replay in Vol. II. No. 6 of the 
GENERAL, the article on Russian play and a few 
pathetic (to be frank) efforts in other magazines, 
writers have shied away from in-depth analysis of 
play, while lesser simulations have spawned pages of 
print. 

Strange, yet understandable, that a game of 
THIRD REICH'S rich tactical and strategic variety 
would receive such treatment. Strange, because 
THIRD REICH strikes a fine balance between the 
usual wargame, which deposits players in a situation 
not of their own making with victory conditions not 
of their own choosing, and the current flood of 
"monster" games, most notably G.D.W.'s Drang 
Nach Oslen/ Unenlschieden and S.P.I.'s War in the 
East. West and Pacific, where broad strategy lies 
buried under the avalanche of counters and 
mapsheets. THIRD REICH stands out as a true 
strategic-level wargame. allowing its players to 
conduct the war as they choose, working only under 
the broad limitation of their nations' economic 
abilities. So it is strange that so few would explore 
the myriad options of the game. 

But understandable, too. that players would be 
hesitant to advise on a game where all plans are 
good and bad. depending on how the rest of the 
"world" responds. THIRD REICH defies the 
perfect plan. Perhaps for that reason, it discourages 
articles from players who only write when they have 
"cracked" a game-system. 

This article is written, then, not to exhaust 
discussion but to stimulate it. 1 trust many will 
disagree with my opinions and advice. I hope that 
some of them will be sufficiently outraged to reply 
in these pages. 

The scope of the game and the limits of my 
experience require that ihis article cover only the 
early years of the campaign game, from Fall 1939 to 
Winter 1940. Among poor players, the game can 
end by then. Among better players, these early turns 
can put one side at a disadvantage it may never 
overcome. The early campaigns, from blitzkrieg in 
Poland to preparation for Barbarossa. illustrate 
many of the tactics which will help determine the 
outcome in Russia, North Africa and on the drive to 
Rome and Berlin. 

1939 

The Conquest of Poland 

In THIRD REICH (hereafter 3 R), ashistorical- 
ly, the German player must conquer Poland 
quickly. Failure to occupy Warsaw in Fall 1939 will 
not only cost 1 5 BRP's for an offensive option next 
turn, it will delay the Axis timetable for the conquest 
of the Low Countries and France. Not surprisingly. 
then, the Allied goal is to delay the fall of Poland as 
long as possible. 



by David Bottger 

Allied strategy in Poland essentially consists of 
the deployment of Polish units. This problem has 
already been the subject of so me discussion, notably 
the contest solution appearing in Vol. 12, No. 5 of 
the GEN ERA Land the more sophisticated analysis 
by Robert Beyma in Vol. 13, No. 4. As Beyma 
demonstrated, the set-up suggested as best by AH 
will inflict, on'the average. 7.59 BRP casualties on 
Germany {figure I). 



figure 2 Alternate Defense 

However, Beyma 's article is subject to criticism 
in two respects. First, 1 believe he errs in directing 
his attacks against the alternative Polish defense he 
analyzes. In this defense (figure 2). he moves the 1-3 
from Brest-Litovsk to the hex northeast of Warsaw, 
preventing a direct attack on the city. He then 
correctly notes that the best German assault on this 
set-up is to attack the 2-3 southeast of Warsaw at 
2:1, followed by a 3:1 exploitation against Warsaw 
itself. But I do not agree that the 2: 1 should be 
performed by a 4-6 armor and 4 air factors, as he 
suggests. In the event of any kind of exchange, this 
attack forces the German to lose expensive air 
factors so that the armor can occupy the 
breakthrough hex. 

I prefer to make this 2:1 attack with a 3-3 
infantry, a 4-6 armor and 1 air factor. With these 
units, a full exchange will cost only 6 BRP's 
(infantry and the air factor) and a CA exchange will 
eliminate only the infantry. Using Beyma's equa- 
tion, my 2:1 followed by the same 3:1 attack will 
cost: 

Expected losses = .1875 (6+ 3) + .03125 (14) + 
.96875 [.1 7 14 (16) + .1143 (8)] 
= 6.67 BRFs. 



Figure 1 AH Deferse 


Figure 3 Standard Defense 


The second criticism of Beyma's analysis is that 
he uses an obviously inferior Polish defense (figure 
2) for comparison to AH's defense. What I call the 
standard defense (figure J) provides a much better 
comparison. The proper attack on this defense is a 
2:1 across the river on the 2-3 southeast of Warsaw, 
then a 3:1 on the capital. These attacks require, 
respectively, a 3-3 infantry, 4-6 armor and 5 air 
factors, plus 3 armor units and 12 air factors. 
Average losses here are: 


E.L. = .IK75 (I2*.1>+ .03125 (26) + 

.96875 [.1714(16} * .114.1(11)1 
= 7.17 BRP's. 

As Beyma notes in closing, BRP losses are not 
the only consideration in picking a Polish defense. 
After all, the difference between 7.59 and 6.67 
BRP's is not likely to decide the game. The defense 
which requires the greatest commitment of German 
units, particularly air and armor, to Poland 
provides the best insurance against a first-turn 
attack elsewhere. The following table shows this 
comparison. 


Inf. 

AH defense 6 

Beyma's comp;trison 3 

defense 
Standard defense 3 16 

'Includes 2 factors to counterair Putish air. 


Combat Factors 

Armor Air* Total 

20 26 

16 15 34 


19 


38 


As this table shows, AH's defense finishes dead 
last in diverting forces from other areas. Note 
especially that it requires no armor, while the other 
defenses demand all 4 armored units. And the 
standard defense uses only 1 air factor fewer. The 
AH defense thus exacts a high price from the Allied 
player in return for an average gain of .42 BRP's. 

German Options 

Even without all of that armor freed by the AH 
defense, Germany in Fall 1939 has enough units to 
go looking elsewhere for combat. Basically, the 
German player has four options. 

1) Do nothing. Not very appealing to an 
aggressive (or wise) German. 

2) Attack Russia. I do not advise it. Russia 
starts with 68 combat factors and 90 BRP's. for a 
total strength of 158 combat factors (assuming the 
BRP's are used exclusively to build infantry). Given 
a sloppy Russian deployment, Germany may be 
able to take Leningrad in Fall 1939. costing Russia 
15 BRP's and her fleet, if docked there, because it 
will have no other port as a refuge. This leaves the 
equivalent of 116 combat factors for Russia. 
Another 42 must be destroyed before Spring 1940to 
bring Russia below 75 and force surrender. Given 
Germany's weak initial forces, most of which will be 
attacking Poland on the first turn, and France and 
Britain pounding on the western border, destruction 
of 42 factors in two turns is most unlikely. Once 
1940 begins. Russia gets 75 more BRP's (60 if 
Moscow has fallen), and German success becomes 
even more remote. 

3) Invade the Low Countries and/or Denmark. 
This is the course I suppose many players adopt. It 
has the advantage of posing an early threat to 
France. It also has its disadvantages. 

Against almost any Polish defense, the uncom- 
mitted German forces may be able to conquer 
Luxembourg and Belgium, Netherlands or Den- 
mark, but no more. Thus for the price of an 
offensive option and two declarations of war, 
Germany gains up to 20 BRP's and threatens France 
from 3 more hexes. Worth it? Hardly. 

To digress a bit. the importance of the yearly 
cycle in 3R can scarcely be overstated. The fate of 
nations, especially France and Russia, often hinges 
on surviving until the year-start sequence and 
receiving a fresh BRP allottment. For this reason, 
Germany benefits little from attacking France in 
1939. Absent idiotic play. France cannot befelled in 
two turns. And knowing that 85 BRP's are due in 
the spring, the French player can counterattack with 
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abandon. So Germany should aitack in Spring 
1940. forcing France to stretch her BRP's over 4 
turns instead of 2. 

Since the French campaign will not begin until 
1940, those 3 Belgian hexes provide little advantage 
in Fall 1939. Incidentally, if Germany moves into 
unoccupied Luxembourg in Fall 1939. units there 
could beattritioned out immediately, since Luxem- 
bourg has no capital. But if Germany waits until 
France occupies Luxembourg, units there can be 
attacked across the river, thus allowing Germany to 
place a bridgehead marker in Luxembourg. The 
bridgehead prevents the Allies from taking Luxem- 
bourg by attrition and permits German units to 
overstack in preparation for the drive on Paris. 

The better course, therefore, is to wait until 
Winter 1939, then take Belgium. Netherlands. 
Luxembourg and, if desired, Denmark, in one 
oltensive option. The 15 BRP's saved can buy 5 air 
factors, a sizeable dividend. And by 1940, Germany 
will be in position to invade France. 

4) Declare war on Yugoslavia. 1 favor this 
course. 

Most German players will prefer to get Italy into 
the war as soon as possible, particularly now that 
the rules prohibit German units in neutral Italy. But 
if Italy declares war in Fall 1939 for 35 BRP's. she 
can spend only 2 more that turn, not enough for an 
offensive option against France or British troops in 
North Africa. 



Figure 4 Yugoslavian Defense 

A German declaration of war on Yugoslavia 
permits Italian units to take an attrition option there 
as well as in North Africa. Unfortunately for the 
Axis, Italian initial ground strength totals only 14 
factors. Even if all 14 participated in the attrition 
option against Yugoslavia, a 1/6 chance that no 
Yugoslavs would be eliminated remains. And a full- 
strength Yugoslav army can prevent a 2: 1 attack on 
Belgrade by the deployment shown in figure 4. 
Because of stacking limits, Italy can cram only 14 
ground factors into the hexes across the river from 
Belgrade. Counterair of Yugoslavia's 2 air factors 
[eaves 8 Italian air factors as ground support, for an 
optimum attack of 22:12= 1:1. Roll a 5 and Italy is in 
trouble. 

Remove any one Yugoslavian unit in Fall 1939, 
though, and the defense breaks down, allowing a 2:1 
against Belgrade in Winter 1939. To guarantee that 
the attrition option in Fall 1939 bags at least I unit, 
the German player should send enough units there, 
probably excess infantry, to reach the 21-30 column 
on the attrition resolution table. This move virtually 
assures the fall of Yugoslavia in Winter 1939, makes 
for a happy Italian ally and gives Germany 10 BRP's 
for a cooperative conquest. Not bad for an 
investment of 10 BRP's and a few infantry units. 


Incidentally, since Italy has only 2 BRP's to 
spend on unit construction in Fall 1939. Germany is 
well advised to build a Tew replacement units for 
strategic redeployment to Italy. An Allied 
amphibious assault or attack across the Alps and 
exploitation to Rome in Fall 1939 bodes ill for the 
Axis. 

The rest of the German builds should emphasize 
the weapons of offense; air. armor and airborne. As 
the German player. I always build the airborne unit 
in Fall 1939 and base it at Bremen, where it can 
reach London and Paris. This forces both the 
British and French to garrison their capitals. From 
here the para unit can also be dropped on 
Copenhagen to aid infantry attacking across the 
crossing arrow. From Copenhagen, the para unit 
can either be strategically redeployed back to 
Bremen or, in conjunction with an air unit, assault 
Oslo. More on Norway later. 

A Two-Front War 

For the real crapshooter, or simply to liven up 
the game, the German player may consider a 
simultaneous attack on Poland and France in Fall 
1939. This option promises either a stunning Axis 
success or an early end to the war. Most of all. it 
requires good to excellent German die rolls. To 
illustrate this strategy, I will use the standard Polish 
defense {figure 3) and the French set-up suggested 
by AH in its contest solution in Vol. 12, No. I of the 
GENERA L (figure 5). 



Figure 5 French Defease 

Germany begins the war with 8 infantry units. 4 
armored units, 20 air points and 2 fleets. One 
infantry unit must be placed in Finland to prevent a 
Russian attack. The other 7 start in East Prussia or 
eastern Germany, poised to attack Poland. Deploy 
the 4 armored units in western Germany in position 
to attack through Luxembourg. As for the air force, 
one unit must start in the east to counterair the 
Polish air force and provide ground support for one 
infantry attack. Place an airbase counter on the hex 
east of Strassbourg with an air unit there to 
counterair the French air unit at Lyons. The other 2 
air units base in western Germany, in range of the 
hex east of Paris. Dock the fleet in Kiev or further 
west to threaten interception of British transport 
missions to France. 

Italy deploys strongly in North Africa in an 
attempt to divert British reinforcements from 
France. Place two 1-3'son the French border, two I- 
3'son Rome and one in Albania. Oneairunii should 
be based where it can reach the units guarding the 
French border. Rome and both northern beach 
hexes. The fleet starts at Taranto, and everything 
else goes to North Africa. 

At the start of Fall 1939, Germany declares war 
on Luxembourg and lakes offensive options in the 
east (free) and west, at a totalcostof 25 BRP's. Italy 
declares war on the Allies for 35 BRP's. 

In Poland, the infantry and 3 air factors make 
3:1 attacks on the four l-3's north and west of 
Warsaw, while the other two air factors counterair 
the Polish air force, neither side taking losses. At 
least 1 infantry unit must advance into the hex 
vacated by each eliminated Polish unit. All 4 hexes 
will be needed next turn for a 2:1 on Warsaw. 


In the west, the air unit on Lyons is counteraired 
(no losses), while another German air unit stands 
ready to intercept the other French air unit. Two 
armored units move into Luxembourg and, with 4 
factors of ground support, attack the French 
infantry unit on Sedan at 3:1 . Exchange losses must, 
unfortunately, be taken from the air factors. One 
armored unit advances into Sedan. The remaining 2 
armor units exploit to Sedan and attack the infantry 
unit east of Paris at 2:1 (figure 6). Meanwhile, the 
Italians take an attrition option in the Mediterra- 
nean and make threatening gestures toward Suez. 



Figure 6 (German units in black: Allied in blue) 

Note thai infantry northwest of Sedan may not trace supply from 

Dieppe to hex southwest of Dieppe, and so cannot move. 

Germany uses the 50 BRP's left for builds as 
follows: in the east, up to 3 infantry units, making 
total forces there 8 infantry; in the west, 1 air unit, 
the airborne unit. 2 armored units and whatever 
infantry is left over from the east; I replacement unit 
must also be built and SR'd to Rumania. 

Italy's builds are limited to two BRP's. Use them 
to build replacement units on the unguarded 
beach hexes. 

If Axis luck has been good, France will be in 
difficult straits. Because of the German armor 
adjacent to Paris, no French units may be built on or 
SR'd to Paris, The only unit which can reach Paris 
will be the French armor. Note that the infantry 
northwest of Sedan is out of supply and cannot 
move. As a result, the hex northeast of Paris will 
remain vacant. 

In general, French units will move north, toward 
Paris. Replacement units can be built on the Italian 
border, freeing the infantry there. Any surviving air 
factors stage to bases out of range of German 
counterair, such as Lorient and La Rochelle. 

Rather than waste BRP's on a low-odds, risky 
counterattack, France should take an attrition 
option, hoping to regain the hex next to Paris. 
Germany, on the other hand, must keep that hex 
free of French units. 1 1 necessary, the German armor 
there should be removed as attrition losses to 
prevent a French advance. This will, however, 
permit SR to and builds on Paris and the hex 
northeast of Paris. 

With a full 42 BRP's to spend, France can build 
its entire force pool. As mentioned above, 3 
replacement units should be placed on the Italian 
border. The fourth appears in the vacant Maginot 
Line hex One armored unit probably should 
backstop the Italian front defense to prevent 
breakthrough there. The other armor and all 
infantry appear around Paris, in anticipation of the 
coming attacks. 

Germany again takes offensive options in the 
east and west in Winter 1939. In Poland, the 8 
infantry units attack Warsaw across the river at 2: 1 
(Polish air force counteraired again). In France, two 
armored units occupy each of the following hexes: 
hex east of Paris, Sedan and Luxembourg. With 10 
air factors ready to intercept the French air force, 
the armor on Sedan and 4 ground support factors 
attack the adjacent infantry at 3:1. The other 4 
armored units exploit, two reoccupying the hex east 


PAGE 22 

of Paris and 2 taking the hex northeast of Paris. 
With the para unit, they attack Paris at 3:1, two 
victorious armored units advancing, {figure 7). 



Figure 7 (German unils in black: French in blue) 

Position after German Winter 19.19 combat phase. France can gel 

only 17 ground factors adjacent to Paris for counterattack. 

After combat, Germany builds her air force to 
full strength and spends the rest of her BRP's on a 
few armored unils, more infantry and; or replace- 
ment units to help defend Italy. The fleet is SR'd east 
while the victorious infantry in Poland is SR'd west. 

If all has gone well for Germany, France can 
attack Paris from only 4 hexes at 18:22= 1:2, with 
little chance of success. Before trying this strategy. 
remember that 1 have assumed near-perfect die rolls 
for Germany and no British forces in France. The 
two German fleets cannot stop all transport of 
British units to France and cannot prevent SR of 
British units at all. In addition, the British air units 
do not need naval help to intervene in France. The 
Italian deployment in North Africa should divert 
some British units but perhaps not enough to 
guarantee success in France. 

If you, as the German player, want a quick game 
of 3R or if you see a faulty French deployment, 
consider this strategy. But be prepared to take your 
lumps. 

The Allies in 1939 

As the foregoing suggests. Allied strategy in 
1939 and for as long as the Axis stays on the 
offensive depends on Axis strategy. This is especial- 
ly true of France, whose goal is nothing more than 
survival. France must deploy carefully, build her 
entire force pool in Fall 1939, and wait for the 
inevitable. Unless Italy deploys miserably on the 
border, France should be content to stay on the 
defensive. The AH French set-up {figure 5) seems 
best, although] would like a unit on Marseilles. That 
port provides the only link between France and her 
colonies. 

Britain, however, is another matter. The British 
need have little fear of a "Sealion" in 3R. Germany 
starts the war with only 2 fleets and will usually 
build air and ground units rather than expensive 
fleets. The main threat to British survival is an air 
assault on London. But this threat may be defused 
by keeping 7 ground factors on London. Given the 
restrictions on ground support imposed by 3R's 
second edition rules, Germany can muster only 12 
factors against the British capital (para plus 9 air 
factors). Seven factors on London, doubled on 
defense, assure that Germany can do no better than 
1:2 odds. 

Relatively secure on their island, the British can 
consider sending troops overseas. Depending on 
Italian and German commitment to North Africa, 
much of Britain's armed forces may be required 
there. Whatever can be spared should, in my view, 
be sent to France. Allied victory demands that 
Germany not conquer Russia. And as long as 
France stays alive, Russia cannot receive the full 
Axis attention. So far from being altruistic, a British 
presence in France works to the benefit of Britain 
and the Allies generally. 

How should British troops in France be used? 
The rules dictate that British units cannot occupy 
Paris or Maginot Line hexes. Beyond these 


restrictions, the British can deploy on the front lines 
for defense or lay back as an offensive reserve. 

If Britain decides to use its French contingent 
defensively, the units should be placed in the 
expected path of the German advance on Paris. 
Likely hexes a re directly east and southeast of Paris. 
The former represents the most direct route from 
Luxembourg; the latter, the only approach which 
avoids river defense lines. 

The Anglo-French cooperation rule makes the 
placement of British units especially critical. That 
rule prohibits stacking of British and French units. 
AH has ruled that "stacking" includes British air 
units flying defensive air support for French ground 
units and vice-versa, because DAS requires that the 
air units be placed on top of the defenders. As a 
result, if British ground units are deployed away 
from the German advance, then British air units will 
be unable to fly DAS at all. 

British units may also be held in reserve for the 
eventual counterattack on Paris. British armor 
assumes particular importance here, as they allow 8 
factors to be crammed into a single hex, rather than 
the French maximum of 6. Those 2 extra factors 
may spell the difference between a desperation 1:2 
and a usually successful LI. Remember that British 
units cannot advance into Paris; make sure that at 
least one French infantry piece survives even a full 
exchange. This may force the Allies to take 
exchange losses in British units, but this may be the 
best course. With only French units left, next turn's 
attack to re-retake Paris will require only a French 
offensive option. And it saves the British player the 
trouble of staging his own Dunkirk withdrawal. To 
rescue British units from France in one turn will 
require an offensive option. The British fleets must 
change to a French port, transport the ground 
forces back home, and be SR'd home themselves. 
Better to be lost in combat and leave the French 
army intact for another turn. 

Russia 

In the early turns of a typical game, the Russian 
player must be ready for anything and do nothing. 
Russia should deploy with at least 3 possibilities in 
mind: (I) attack on an ungarrisoned Finland; (2) 
attack on an ungarrisoned Rumania; (3) early 
German declaration of war and invasion. The first 
requires strength in the north: the second, strength 
in the south: the third, strength in the center. 
Consequently, the Russian army finds itself spread 
along the border, But that is necessary anyway, to 
occupy all of the pact cities in one turn. 

Clearly, a premature Barbarossa should be 
welcomed rather than feared. War in Russia while 
France remains in the game guarantees victory for 
all but the most inept Allies. But there is no point in 
making Germany's task any easier. The approaches 
to Leningrad and Moscow should be guarded well 
enough to prevent a one-turn conquest of these 
cities. And whenever the German airborne unit gets 
in range, a ground unit should be placed on Parno. 
Otherwise, the para unit can drop on Parno and 
open the port to German naval transport or SR. 
Even without the airborne unit, Parno and Talum. 
as the pact cities least accessible to Germany, should 
be well defended. 

No discussion of Russian options in 3R would 
be complete without exploring the question of war 
with Turkey. In his comments to the 3R Series 
Replay in Vol. 1 1, No. 6 of the GENERAL, Don 
Greenwood hypothesizes a two-turn conquest of 
Turkey, costing 40 BRP's plus losses. Since Turkey 
is worth only 30 BRP's, Greenwood concludes that 
this strategy will result in a net loss of at least 10 
BRP's by the time Barbarossa begins. 

The flaw in Greenwood's analysis lies in valuing 
BRP's spent in 1939 and 1940at face value, instead 
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of their 1941 value. Since Barbarossa will occur 
mainly in 1941. every Russian decision should be 
evaluated on how it will affect Russia's readiness in 
1941. 

The following chart traces the usual course of 
Russian BRP spending and growth from Fall 1939 
to Spring 1941. It assumes that German garrisons 
prevent attacks on Finland and Rumania and that 
Turkey is left alone. As the chart shows, by Spring 
1941 Russia will have built her entire available force 
pool totalling 61 BRP's and will have available 149 
BRP's, with a base of 124. 

NO WAR WITH TURKEY 

1939 1940 1941 


Old base 
Surplus x 
New base 
Conquests 



90 

+■ I 

►25 


Declarations of war 

10 


116 

Offensive options 

15 



Builds ^^^^^ 

+61 






- 

Surplus 


4 

116 


90 

•34 
124 
+25 
149 


The chart below assumes that Russia declares 
war on Turkey in Winter 1939 and conducts an 
offensive option that turn. It allows for 2 more 
offensive options plus 10 BRP's of casualties before 
Turkey is subdued sometime in 1940. By Spring 
1941, Russia has conquered Turkey, occupied the 
pact area and built to the limits of her force pool. 
Surprisingly, even after spending 65 BRP's battling 
Turkey, Russia starts 1941 with 161 BRP's. \lmore 
than would be available if Turkey were not 
attacked. The new base BRP figure is 106, 18 below 
the base achieved by not attacking Turkey. 

WAR WITH TURKEY 


Old base 
Surplus x .3 
New base 
Conquests 
Year-start BRP's 
Declarations of war 
Offensive options 

Builds 

Total spent 
Surplus 

As this analysis illustrates, the 25 BRP's spent in 
1939 and the 40 spent in 1940 are actually worth less 
to Russia in 1941 than the 30 gained by conquering 
Turkey. This is so because the 25 spent in 1939 are 
the equivalent of only 2 BRP's (25 x .3 x .3) in 1941. 
and the 40 spent in 1 940 are equal to only 1 2 (40 x. 3) 
1941 BRP's. disregarding the base increase. 

All this does not make invading Turkey a fool- 
proof strategy. As seen in the analysis of Polish 
defenses. BRP's alone should not dictate decisions. 
If, for example, Germany defeats France rapidly, 
Barbarossa may begin while Russia is entangled in 
Turkey. Furthermore, German conquest of Turkey 
as a preliminary to invading Russia both costs 
Russia an immediate 30 BRP's and opens up her 
southern front. At least, the Turkish conquest will 
require diversion of precious units southward to 
defend the conquered territory. In short, I tend to 
accept Greenwood's advice against attacking 
Turkey, but I do not accept his BRP calculations. 

Ironically, a Turkish campaign in 1940, even if 
unsuccessful, may blunt a potentially devastating 
German tactic. More on the problem of the 
"unwanted initiative" later. 
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1940 

The foregoing comments on strategy in 1939 
substantially cover strategy in 1940. This is as it 
should be— decisions in 1 939 must be made with an 
eye to the coming year and beyond. But 1940 also 
presents unique problems, a few of which are 
considered here. 


Norway 

If 3R is won or lost in Russia, then Russia may 
be won or lost in Norway. Germany needs Norway 
as a base for interdiction of Murmansk convoys, 
potentially Russia's lifeline Conversely, the Allies 
need Norway to prevent interference with aid to 
Russia. 

For Germany, Norway must be conquered in 1 
turn or not at all. If Norway survives the initial 
attack, Britain may and should intervene with 
substantial ground and air forces, landing at 
Bergen. This, in turn, will force Germany to either 
send more strength to Norway or concede Britain 10 
BRP's and unmolested convoys to Russia. 

Germany can effect a one-turn conquest of 
Norway only through the air. As mentioned earlier, 
the German airborne unit may be dropped on 
Copenhagen, untripling the Danish defense. From 
there. Oslo lies in range of another drop. 
Preparatory to this assault, the German player 
should build an airbase in northern Denmark and 
stage an air unit there. Even if both Norwegian I-3*s 
occupy Oslo, the ensuing attack at 2:1 odds almost 
assures that Norway will fall. One German fleet 
SR'd to Bergen makes Norway invulnerable to 
Allied invasion. The Allies have no air bases within 
range of Bergen to reduce the fleet there below 9 
factors, making amphibious assault possible. 

Britain must take Norway in 1 turn for the same 
reason. German air units staged to Oslo or German 
ground forces landed southeast of Oslo can make 
things tough for the British. But Britain too has the 
capability to complete a one-turn conquest, by sea. 

Britain requires both 4-5 armor units, the 2-5 
armor and 36 naval factors to take Oslo. One 4-5 
plus 6 naval factors (2 combat points) attack the 1-3 
on the western beach at 2:1. losses extracted from 
the fleet. The other 4-5 and 2-5 exploit to Oslo, 
attacking the remaining 1-3 at 3:1. If both 1-3's 
garrison Oslo, the 2-5 occupies the beach 
(breakthrough) hex and both 4-5's exploit and 
attack at 2:1. Either way, Oslo should fall. 

For Germany and Britain, then, Norwegian 
strategy is to attack first and decisively. 

North Africa 

North Africa is the battleground of the tactician. 
Because of the relatively few units usually sent there, 
each small mistake is magnified and each large 
mistake is disastrous. The unnecessary loss of one 
unit, insignificant in Russia, can tip the balance of 
power in North Africa. Although strategy there 
varies greatly, depending on what units can be 
spared from other theaters, tactics remain constant 
enough to merit a few remarks. 

As it did historically, supply plays a crucial role 
in North Africa. Egyptian and Libyan ports act as 
supply sources for Allied and Axis units, respective- 
ly. Conquered ports and beachhead markers may 
also function as supply sources, but this requires a 
nine-factor fleet per 9 units supplied. With naval 
strength at a premium in the Mediterranean, players 
are well advised to guard their Egyptian or Libyan 
ports well. 

Supply considerations also increase the impor- 
tance of two other game concepts; zones of control 
and controlled hexes. Units cannot trace supply 
through enemy ZOC, even if the hex is occupied by a 
friendly unit. Nor can supply be traced through 
enemy-controlled but unoccupied hexes (3.4). As a 


result, armored units, with their ZOC and high 
movement rate, assume added importance in North 
Africa. 

As noted earlier, the African front often receives 
the left-over units of both sides. Similarly, players 
may be reluctant to spend many BRP's on offensive 
options there. Thus both sides increasingly resort to 
attrition combat. 

Normal combat (i.e., the offensive option) 
demands that the strongest units defend the most 
important hexes. Attrition combat encourages 
deployment of weak units on critical hexes. The 
sequence or attrition combat creates this anomaly. 
When the attrition table requires both elimination 
of counters and enemy occupation of hexes, the 
counters are eliminated first. Not surprisingly, 
players prefer to eliminate weak, easily replaced 
units. But this leaves the important hexes, occupied 
by strong units, subject to enemy occupation. On 
the other hand, elimination of these strong units 
preserves the hexes but at a high price. The solution 
is to place weak units on critical hexes. Their 
elimination saves the big units and the now-vacant 
hexes. 

This tactic works well enough during enemy 
attrition options. But what if the enemy takes an 
offensive option instead? Much to his delight, the 
very hexes he wants are the most poorly defended. 
To protect these units and hexes during offensive 
combat, the defender needs superior air power. 
Without it, he must guess which option his 
opponent will select each turn and deploy ac- 
cordingly 

One (strategic question does recur in North 
Africa, After France fails, the die determines 
whether Lebanon-Syria and Algeria-Morocco- 
Tunisia become Vichy or Free French. Put simply, 
Britain cannot permit a Vichy Lebanon-Syria at the 
back door to the Suez Canal. Rather than depend 
on the die, Britain must plan ahead. 

The turn before France's fall is anticipated, the 
British player should station one or two units at 
Lebanon's border. On the turn that Germany enters 
Paris, these British units move through Beirut to 
occupy the beach hex. Even if Lebanon-Syria turns 
Vichy, the British units there control the sole port, 
occupy the sole beach hex and are positioned to 
conquer the entire colony. Obviously, the presence 
of a French-turned-Vichy unit would complicate 
things. For that reason, the infantry unit starting in 
Lebanon-Syria must either return to mainland 
France or be eliminated in North African combat. 

Russia 

The notes on Russian strategy in 1939 also cover 
most of 1940. One additional problem, alluded to 
earlier, may arise in 1940, to the great displeasure of 
the Soviet player. This is the problem of the 
unwanted initiative. 

The initiative rule, unique to 3R, provides that 
the alliance with the most BRP's at the start of a turn 
moves first that turn. This rule makes it possible for 
an alliance to move twice before the enemy can 
respond. For example, if Germany and Italy spend 
BRP's heavily in Fall 1939, Britain and France, by 
judicious spending, may gain the initiative in Winter 
1939. An unsuspecting Italy may fall as a result of 
this double turn. Of course, the Axis will regain the 
initiative in Spring 1940, giving it a double turn 
during which France will likely fall. But what Allied 
team would not trade France for Italy in Spring 
1940? 

So viewed, the initiative rule presents extra 
strategic options. It can also place Russia in an 
unrealistic dilemma. Assume Russia declines" to 
invade Turkey. Instead the Russian player occupies 
the pact area and builds his entire force pool in 1939. 
He starts 1940 with 116 BRP's and nowhere to 
spend them. As a result, he ends 1940 with the same 
116 BRP's. 


Germany, on the other hand, spends BRP's 
easily in 1940. Assume that France falls by Fall 
1940, allowing Germany's full attention to turn east. 
Even with the 42 BRP's gained from the French 
victory, Germany can and probably will spend 
herself below Russia's 116 BRP level by Winter 
1940, in preparation for the invasion of Russia. 

Rusian will therefore "gain" the initiative in 
Winter 1940. After Russia's turn, Germany 
launches Barbarossa. With a fresh infusion of 
BRP's in the 1941 Year-Start sequence, the Axis 
regains the initiative for Spring 1941. Germany 
moves again and attacks again, driving deep into 
Russia, possibly taking Leningrad and/ or Moscow 
and surely placing much of the Russian army out of 
supply. 

In my view, this tactic is both unrealistic and 
unfair. Perhaps AH intended this use of the 
initiative rule to reproduce the shock effect of the 
initial German attack. If so, it overdoes it. Surely the 
shock effect was not equivalent to giving Germany a 
three-month headstart, as 3R does. Even worse 
from the players' point of view, Russia can do 
almost nothing to defend herself. Almost nothing, 
because Russia could spend some BRP's in a 
Turkish invasion. But 3R surely perverts history if it 
forces Russia to attack Turkey in order to avoid 
giving Germany an unwarranted advantage. 

Perhaps for this reason AH has advised that 
players may opt to ignore the initiative rule if they 
agree beforehand. Even this solution has its 
problems. It prevents the two-turn Allied conquest 
of Italy discussed earlier. It also locks the Axis into 
the initiative for the game's duration, an historically 
inaccurate situation. Better, in my opinion, to 
amend the initiative rule to permit Russia to waive 
the initiative until actively at war with Germany. 
Once Barbarossa begins, Russia will have ample 
opportunity to keep its BRP level below the Axis 
level. 

CONCLUSION 

As any 3R player knows, this article barely 
scratches the surface of the game's strategy and 
tactics. Unlike some of the AH "classics," 3R may 
never foster a "perfect plan." And if this means that 
3R will be played and replayed, discussed and 
debated, then 3R will surely take its rightful place as 
one of the best wargames ever published, and easily 
the finest true strategic-level game developed— 
pending release of THE RISING SUN, that is. 

I would be remiss if 1 failed to acknowledge Ron 
Magazzu, whose fine PBM system (yes, we play 3R 
by mail) and skilled opposition have helped give me 
the experience and motivation to write this article. 


G 


AVALON HILL GIFT SERVICE 

With Christmas fast approaching readers may 
well want to take advantage of our special GIFT 
SERVICE— be it for Christmas, birthdays, or Get 
Well occasions (commemorating your most 
successful attack ever against a PBM turkey . . . 
err, opponent). Even if you don't love your 
opponent enough to buy him a game in order to 
get him to play you again, it's still a good way to 
drop a few hints to mom, wife or other gift bearing, 
well meaning, but unimaginative relatives. 

It's simple. Just have them place an order for 
an AH game or subscription to either the 
GENERAL or REPLA ¥ and request the Avalon 
Hill Gift Service. An attractive all purpose card 
will be included with the item and mailed to either 
the recipient direct or back to the purchaser. Be 
sure to specify who the gift is for and who is doing 
the giving. Remember: to play an Avalon Hill 
game is a challenge; to give one, a subtle 
compliment. 
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STALINGRAD 

RUSSIAN: Tom Baruth 
GERMAN: Joe Angiolillo 
COMMENTARY: PaulBakulski 



Joe Angiolillo is among the most veteran of 
wargamers having been active postally since she 
very beginning of the hohhy. A native of Hartford, 
CT which is itself a renown hotbed of wargaming. 
Joe was a highly visible personality in the mid-60's 
through his polished articles in the first amateur 
wargaming 'lines of that day. A long with such other 
local Hartford stalwarts as the Bakulski brothers. 
Dave Roberts, Paul Siragusa, Ray Clark, etc. Joe 
fast gained a reputation for invincibility in the 
classic games of the day. Even now the venerable old 
warhorse STALINGRAD holds great fascination 
for many gainers — if only because they've mastered 
most of her secrets. Joe is among those who can do 
with STALINGRAD what a concert pianist does 
with the ivories. 

Tom Baruth is unknown to your editor hut his 
play in the game which follows will serve best to 
introduce him. Paul Bakulski has roots very similar 
to those of Joe upon which we've just dwelled. The 
biggest difference is that Paul won the A H Classic 
500 at ORIGINS II over 140 other entrants while 
Joe has never finished higher than this year's 4th. 
Paul's neutral comments are printed in italics. 

This will he our first Series Replay to he 
serialized into two parts. The concluding part of this 
article will appear in the December issue. 

STALINGRAD is regarded by many of the 
highest rated AREA players as the best tournament 
game for play at conventions. It is balanced, well- 
known, depends almost exclusively on skill, and has 
been studied and written about in the GENERAL 
since the "Dark Ages" of Avalon Hill history. 

Avalon Hill, unfortunately, chose AFRIKA 
KORPS over STA LING RAD as "the tie-breaker" 
at tournaments Logically A K was the number one 
game played at the last Origins (45 games). 


However. STALINGRAD was a close second with 
36 games played and it was chosen by both the 
finalists and semi-finalists for play in those rounds. 
AFRIKA KORPS was hardly even played in the 
last three rounds. 

Avalon Hill again dealt a death blow to 
STALINGRAD by putting it in their mail order line 
only. Taking its place is RUSSIAN CAMPAIGN, a 
move which will surely place STALINGRAD 
further into obscurity. 

It is unfortunate that both of these games lack 
the rules to make them as good a tournament game 
at a convention as STALINGRAD is. AFRIKA 
KORPS can be won by one die roll, a "one" by the 
Germans attacking Tobruch at 1-1. RUSSIAN 
CAMPAIGN is too long and still draw prone 
despite the revisions in the rules. Possibly the finest 
tournament PBM game ever developed will die an 
unnatural death at the hand of its own creator. 

This SERIES REPLAY, played using the old 
PBM CRT but with the latest rules, is an illustration 
of the high level of play that STALINGRAD has 
achieved. It will either become a rallying standard 
for the "old guard" wargamers to barrage Avalon 
Hill with letters to keep this classic on their retail 
list, or possibly a eulogy for one of the finest games 
ever designed. 

Initial Russian Comment (alter his set-up): This is a 
fairly standard type of setup, except that I like to 
avoid giving up more than one 2-3-6 to automatic 
victory attacks on the first turn. Every unit saved 
will be very important later, and a 2-3-6 saved now 
actually turns into a 4-6-4 which would have to be 
sacrificed on the July or August turn before the 
replacement rate begins. 


German June Move: The Russian set-up has no 
tactical weaknesses except along the Prut, A 
concentrated German effort here would be strategic 
suicide (lessening the alternatives available for 
future turns); therefore, a series of tactical "risks" in 
one specific area -along the Brest-Nemunas de- 
fense line seems to be the best prospect. Of the 
proposed 1-2 attacks, the I -2 against SIS and the 1-2 
against the two 2-3-6's on BBI5 would be the most 
spectacular if they succeed. On the PBM table there 
are 4 chances in 10 of success with only 3 chances in 
10 of an AEIim. 

Neutral Comment: The Russian set-up is good. I 
like the 8 units on the Finnish border. Not placing a 
2-3-6 at UI8 leaves SIS vulnerable and XI7 cannot 
be held next turn. I would have attacked SIX at 2-1 
since a lone 7-10-4 there on turn one is no less 
tempting than a single 7-10-4 in Brest Litovsk. I've 
seldom found slicking my nose into BBI4 to be 
successful. It is better to attack CC 1 4 from CCIJ 
only (one higl-l, three little 1-2's, and a 2-1 and 
soak-off, etc.) 

It looks like a good game shaping up — the 
Russian is apparently competent and the German is 
playing with intelligent aggressiveness. The big 
change in STA LING RA D play over the last few 
years is this:aslhe Russian play has improved to the 
point where very few units are poorly positioned, 
the German has been forced to take intelligent risks. 
Correctly anticipating Russian moves and properly 
positioning his own units in order to make 7-I's, 3- 
I 's and soak-offs is still the mainstay of German 
play. But making ten or so low odds attacks in the 
course of a game, at the right places and at the right 
times, is now necessary in order to create those high 
odds attacks. If the German catches a break on. say 
40% of those 1-2, I -I. and 2-1 's, it's a good game. 



GERMAN JUNE '41 : The 2X & 29 Infantry soak-off acrossthe Siretul at 1 -2 but arc repulsed InMMI 2. 
The main attack, a l-l by the 57lh Armor and 20lh Infantry vs 22 & 24 is dealt an A E1.IM. The 
remaining 3-1 by 6R. 23,54. and 55 vs 2? cams only an exchange but succeeds in slaying across the 
Siretul. The assault on the Bug is bloodier the Cierman 24th Armored is lost in a 1-2 vs the Russian 
lightweights, as is 3R in its 1-6 soak-off vs 3d. 13. and 14lh Infantry. The remaining German might 


eliminates the Russian 12th at 4-1 Hut incompleting the necessary soak-offs the 7th is lost in a 1-5 vs 
Brest-Litovsk. the Hlh and R] llh do survive their 1-3 on the same city. To the north the German 1-2 
gamble vslhe Russian 3rd across the Ncmunas hurts neither side as they retreat to UI6. The German has 
paid 31 factors to destroy lf> Russian factors, break the Siretul. and grab a perilous bridgehead across 
the Buy. 
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GERMAN Jl'l.Y '41: The Russian compounds Ihe German headaches by destroying another 12 Axis 

factors with AVs vsthe Finnish 2nd and 6th. and a successful 3- 1 against the German l4lhSW of Brest. 

Now down 43 factors, the German settles for AVs vs the 2-3-6 delaying units and a pair of I -2's 


against the Nemunas— one of which eliminates a 7-10-4 in an exchange. The Germans have traded ]0 
factors for '< Russians — still a rate of attrition they can't long afford. 


Russian June Move: I've never played against Joe 
before, so 1 don't know what to expect from him, 
other than that he is recognized as a good player. I 
am learning rapidly after seeing his first move, 
however! Joe plays aggressively apparently, and 
doesn't wait around for 3-1 attacks and soak offs. 
which is usually slow suicide in this game against a 
competent Russian. 1 was very surprised by the 
audacity of a potentially expensive attack in the 
Brest-l.itovsk area. I can't sit here and give up that 
city on turn 1, hence my counterattack there. I just 
kept my fingers crossed and hoped to avoid the 
exchange, which I did in grand style. 

German July Move: Losses are starting to mount 
and the Russian position is still as solid as a rock. 
Again, a series of tactical "risks" seems the best 
prospect, l-2's on SI8and V19 look good. What a 
difficult position for Tom if they both work! Even 
one German victory here will pose quite a problem. 
The rest of the move is standard although I regret 
taking the 1-1 in the south last turn with the 57th 
panzer. It was a dumb attack and a waste of a unit. 

Neutral Cpmment: Not placing two 5-7-4's at SI9 
allows that favorite 1-2 of 'Joe's. I like a Russian who 
can defend well on the main from and still push the 
Finns around. Soaking off against BBI5 again 
would he throwing good money after had. Nothing 
to he gained by taking risks in the south. You've 
gotta like that 1-2 against VI9. 


Russian July Move: Joe is really determined to get 
across the Nemunas early. As much as 1 would like 
to get an AElim on some of these 10-factor 1-2 
attacks, at least I'm avoiding disasterous D Back 2 
results. The exchange of my 28th Infantry at this 
early stage could be serious, however, because it will 
be more difficult to make river lines secure against 3- 
I attacks. As much as 1 would like to continue the 
offensive in Finland at an unabated rate, the 
situation at the main front requires the withdrawal 
of units. 

German August Move: Well, the Nemunas is 
assaultable, but what a soak-off. Maybe I should 
just kill the 17, 29, and 657 But with the losses I've 
taken I'll need to continue the gamble. Besides, if the 
Nemunas falls it will pave the way for a northern 
offensive in the early fall, a switch to the south in the 
late fall, and an attack in the south in the winter. 
This is the best strategy to win the game (1 feel 
anyway) — constant pressure in the south so that the 
Russian does not hold up in Stalingrad on the last 
few turns of the game. 

Neutral Comment: V 19 is in trouble. Tom's going to 
make it expensive. The 1st Armored at XI9is weak; 
just ask the 9th and 10th Infantry Corps. Placing 
only one unit at BB15 is smart. I usually pull back to 
the Dnestr (and HHI4) on the second turn. 


Joe made the classic attack on the Nemunas. 
Too had IH factors can't reach EEI3. avoiding a 
soak-off Attacking 1114 is a good move. 

Russian August Move: 1 didn't expect Joe to attack 
across the Nemunas this turn with such abandoned 
disregard for the health and welfare of his troops 
after the substantial losses he suffered in the first 
two turns. It certainly paid off, though, as he got 
across with no greater losses than I suffered. My 
northern half of the main front is in bad shape and 
the 3rd Infantry is the only unit of the big three 
remaining to defend crucial spots in the river lines. It 
looks like a rough winter. 

German September Move: What a blood bath! It's 
time to coast and rebuild my army. Taking V 19 with 
an exchange against the 4th cavalry was quite a 
lucky break. But with the PBM table it is much more 
beneficial to attack than the regular FTF table. I can 
continue my northern feint, southern punch 
strategy. 

Neutral Comment: The Russian seems to have 
panicked a little and given up next turn's positions. 
How about holding HHI4, FFI4. FF16. andDDIS 
in the south and W20 and T20 in the north-' There is 
an extra exposed unit but ZI8 isn't surrounded and 
may live. I would have another unit in Finland. 



GERMAN Al'GllST '41: The Russian July move eliminates only the Fl at 7-1 and August sees the 
German continuing his drive across the Nemunas — and with considerable success. 4,6. and RE continue 
their luck of surviving I -.Vs. 8. I Land R4 do even belter -snaring a 1-2 Exchange vsthe 4th Cav which 
enables the German main armor thrust to advance across the river following their 3-1 D ELIM vsthe 8th 
Inf. 4R is eliminated in the resulting 1-6 soak-off vs 9, 10 but 1 7 and R5 again cost the Russian a unit by 


earning an Exchange in their 1-2 vs the 1st Armor. The German enjoys less tuck to the south. . .only 
pushing back the 65th and 17th to AA17 and HHI3 in their respective 3-l's. The Russian 24th is 
eliminated in a 4-1 but all the German soak-offs are eliminated; 38 vs 2 at 1-3, 35 vs 35 at 1-4, and 2,55 vs 
13.42 at 1-3. 
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Knocking off those Finns and gelling the Russian 
units to the main front in three turns is the Russian 
ace in the hole. 

There are no worthwhile risks available to the 
German so he does what he has to. If earlier losses 
hadn't been so high, the Russian units beginning 
their retreat along the DD he.xrow may have 
sweated out a 1-1. 

Russian September Move: At least there were no 
unexpected surprises this turn. The anticipated loss 
of the three 4-6's was bad enough. Even though my 
Finnish offensive has been prematurely curtailed, 
what 1 do have going there has been going well in the 
combat results. 

German October Move: My losses are considerable 
but so are Tom's, especially his losses in big units. 
With my meager army I will have to use the indirect 
approach and automatic elimination as much as 
possible. Soak-offs and low-odds attacks must be 
selective. In the south 1 must look for any 
opportunity to hurt the Russian position. The 
German forces must rest and rebuild. This is 
definitely not a typical game. 

Neutral Comment: The Russian is playing well. 
Maybe FF18 (not surrounded) and DD20 (no DB2 
into the swamp) would be better. Riga looks safe. 

As he did last turn the German takes what the 
Russian gives him. It is not as expensive as last turn 
so the German felt he could now afford an attack on 
those DD units — an "intelligent risk." The Russian 
is about to be winkled out of Minsk. 

Speaking of taking what the Russian gives, I 
think that this is really the essence of German 
strategy. He has to be strategically flexible (transla- 
tion: opportunistic). Thoughts early in the game of 
"heading for Moscow" or "taking Leningrad first" 
serve mainly to limit German flexibility 

Russian October Move: Ouch! The exchange 
against my units on DD19 hurt. I can see that 1 will 
be short on units for holding the Dnepr this winter, 
so that river will probably fall early. 1 really regret 
the suspension of attacks in Finland, as it ties down 
several units just to keep those Finns contained. I 
hope to resume the offensive there as early as 
possible. 

German November Move: The first winter is the 
most important phase of STALINGRAD. With a 
reduced German army I must employ the indirect 
approach to the utmost forcing the Russian to 
defend the way 1 want him to. The south is the key 
and GG22 is the critical hex. By defendingalongthe 
Dnestr one more turn, Tom has limited his retreat 
and I must take advantage of the situation. 

Neutral Comment: Pulling guard duty in Finland 
may hurt Tom later on. Those three 5-7-4's should 
be back to the Bug in case of bad weather (which 
happened). But as with previous moves, any 
criticism on my part has been primarily concerned 
with nitpicking helped by 20-20 hindsight. The only 
criticisms approaching a serious level involve the 
hasty retreat (shown in German Sept. "41 move) and 
the slackening of pressure in Finland. And, 
arguably, Tom's right and I'm wrong even there 
The Russian is playing well; the German will have to 
play well and catch a couple more breaks (not many) 
in order to win. At this point getting A Backs (vs. A 
Elims) on soak-offs becomes important. 

The German has obviously positioned himself 
well for his next move. 

Russian November Move: I want to delay one more 
turn before giving Joe a good chance at the Dnepr, 
but that river is sure to Tall in January due to the 
shortage of Russian units in the middle. Joe 
certainly knows how to get the most mileage out of 
his armored units by maintaining them in strategic 
locations until needed on the front. Hopefully 1 can 


Wl*'* 



GERMAN SEPTEMBER '41: The Russian withdrawal is a bit 
overgenerous. Even so. more Russian unils have been withdrawn 
from Finland leaving only four Red units in Finland to face five Axis 
units— one of which (F7) is eliminated al 4-1. As a result of the 


Russian large scale withdrawal the battered German army rests and 
gratefully accepts the three AV's against the Russian delaying units 
(3.65.22). 



^^ I "V BREST llTQ¥Sjr_ 

GERMAN OCTOBER '41: The Russians have dipped into their 


strength along the Divina to return the2nd Infantrylo Finland where 
it lakes part in a successful 5-1 vs FGO — reducing Axis strength there 
to three units and 1 1 factors. The first Russian replacements appear 
(7.15) to take up delaying positions. 


With Mud as the weather the German lakes the two AV's offered 
by the Russian ( 1 5.42). and tries a prudent gamble vs the Russian 2nd 
and 17th al I-] and is rewarded with an exchange. For the first time 
[he German has extracted a favorable rate of attrition: 8 German to 2 1 
Russian factors. 



GERMAN NOVEMBER '41: Despite the arrival of the 2nd and 
ISth Armor and 4lh Cav as replacements the Russian is feeling the 
piece shortage and bares the Finnish front to a garrison of just three 
units to contain the three remaining Axis units. The German settles 


for attacks vs the Russian delaying unils but his armies' weakness is 
demonstrated and further advanced by the 3-1 exchange vs the JOlh 
infantry. The 2nd and 7th fall to AV's. 
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GERMAN DECEMBER '41: The Russian winter reduces the 
bloodshed and slows the arrival of red reinforcements— (inly the 7th 
Armored getting into position. The 2nd and 8th Infantry take up 


position for next turn's use. The German attacks are limited to 3 AV's 
vs delaying units 7, 4. & 15 Armor. 



GKRMAN JANUARY '42: Snow brings a resumption of action in 
Finland as the Russians mass their garrison for a 4- 1 across the ice on 
the 10th PG and maintain their perfect record of D Elims. The 
German, unable'to reach undefended Leningrad due to snow, retreats 
to Helsinki and sends KX4 on a run into the hinterlands. 

On the main front the Russian offers only one sacrificial delaying 


unit the 2nd Armor which the German dutifully AV's. However, 
the German does cross the Dnepr with a 3-1 DB2 vs the 29th. The bulk 
of German force is based at Minsk for maximum maneuverability on 
the neM turn. The Russian reinforcements are beginning to tell (28. 
15. 7) and more than counterbalance the reappearance of the 14th 
bringing the German armor back to full strength. 



GERMAN FEBRUARY '42; Strengthened by the arrival of 
replacements in the form of the 10th Inf. 2nd Cav.and2nd Armor the 
Russian nonetheless falls away from the Dnepr giving away several 
potential doubled positions. The German follows as best he can given 


the weather. AVingthe 15th Armor and taking Dnepropetrovsk with 
a 3-1 D Elim vs the 36lh. The German 48th Infantry survives the 1-4 
soak-off. thus allowing the German to lake no losses while 
eliminating 10 Russian factors and gaining much valuable ground. 


keep the breakthrough to one point on turn one and 
hold segments of the river for another turn before 
facing the problem of wide-open central Russia. 

German December Move: I have decided after 
much deliberation not to assault FF22 with two 1- 
2*s because of the weakened condition of the 
German army. This may be the most critical turn of 
the game. I hope my choice to play conservative for 
a while does not blow the game. 

Neutral Comment: There is one Russian unit too 
many along the Divina, especially since the Dnepr 
will be in trouble next turn. 

Given his somewhat higher than normal tosses 
to this point and given the 3- 1 opportunity along the 
Dnepr next turn, the German takes the (correct in 
my mind) conservative approach this turn. 


Russian December Move: Well, kiss the Dniepr 
goodbye this turn; it was nice for the short time it 
lasted. My amazing luck in Finland continues, 
thank goodness! I could use some of those units on 
the main front. 

German January Move: I should have made the two 
l-2's. Resistance in the south is stiffening. 1 can 
breach the Dnepr but I will need a DElimtobeclose 
to catching the Russian replacement rate. 

Neutral Comment: There is not much to be said. 
Sacrificing only three factors is always nice. The 
German concentration at Minsk (threatening both 
the Divina and the Dnepr) is a good move. 

The Opening Game ends and the Middle Game 
(covering the period from the Dnepr to the Don) 
will begin a turn or two earlier than most games. 


Russian January Move: 1 would sure like an 
exchange or two on these doubled 3-1 attacks to 
reduce the German army further, but 1 can't 
complain about the D Back 2. 1 could hang on to 
more of the Dnepr this turn, but defenders at Y24 
and Z24 would be in trouble next turn trying to get 
out of there safely. In addition I believe that 
delaying out in the open would get me no advantage 
in the long run, and I would be pushed back to the 
same place by April, but at a greater loss in units. I'll 
definitely need every unit I can scrounge up to 
defend the ever-lengthening front against the 
summer offensive, so I'll continue to fall back to the 
Kursk-Kharkov line giving up only one 2-3-6 and 
building strength for the summer. 

German February Move: What is this? The Soviets 
run away! Maybe it's a good idea giving up space for 
an increased army but 1 have never seen it done to 
this extent before. I have gained quite a few turns by 
this move, but my army is scrawny and I will need 
some DEIims to keep the momentum going. 
Exchanges or DBack2"s won't help. The north is 
oversolidified with Russian hordes. Let's keep it 
that way with the indirect approach so that progress 
will continue in the south. 

Neutral Comment: Rather than contain the German 
bridgehead at Kiev with a couple of units and hold 
the rest of the Dnepr, Tom decided to pull back — 
shades of August '41! The German looks a little thin 
on the ground until the Hungarians and Italians 
arrive, but he's gobbled up a lot of territory. I would 
give Joe the edge at this point to win the game. That 
is, the game can now be won without low odds 
attacks and should not be thrown away. 

But will it be? That question and much more will 
be answered next time when we continue with a 
study of the Middle and End Game in concluding 
the STALINGRAD Series Replay. 


© 
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WAR AT SEA & The French Navy 


by Dr. Joseph Connolly 


France went under on June 17, 1940. With her 
went the hopes of a short war in the West. But also 
with her collapse went the fear that the French Fleet 
would become a part of the German war machine. 
Article 8 of the French Armistice simply stated 
that the French Fleet, except that part left free for 
safeguarding French Colonial interests, "shall be 
collected into ports to be specified and there 
demobilized and disarmed under German and 
Italian control." This apparently meant that French 
warships would pass into AXIS control fully armed 
and operational. 

The collapse of France had been sudden, but 
Admiralty Staff studies had forseen such a possibili- 
ty. The studies had pointed out the grave conse- 
quences to England should the might of the French 
Fleet be wielded against British commerce around 
the world. The Allies would be over the proverbial 
barrel, for the British Fleet would not be stronger 
than both AXIS Fleets phm the French. 

The studies had concluded that should France 
fall out of the alliance, the French Fleet must be 
neutralized, either by the terms of the Armistice, 
through voluntary internment, or by destruction at 
the hands of the Royal Navy. 

Thus the Admiralty prepared to strike following 
the surrender of France. But the strike was to be 
complicated for a great part of the French Fleet was 
in locations where the British could not bring 
effective naval pressure. On the 1st of July, the 
French capital ships were disposed as follows: In 
Portsmouth & Plymouth —2 BBs: In Alexandria— I 
BB, 3 CA; At Oran 2 BBs. 2 BCs; At Algiers— 4 
CAs; At Casablanca, Dakar, and the French West 
Indies, the JEAN BART, RICHELIEU and the 
BEARN. The rest of the Fleet was in Toulon. 

On the dawn of July 3rd. the British seized the 
ships in Portsmouth, Plymouth, and Alexandria. 
Also at dawn Force H sailed from Gibraltar under 
Adm. Somerville. arriving off Oran at 9:30. 
Following a day of misunderstandings and much 
frantic signalling. Adm. Somerville followed his 
direct orders and attacked the French at 5:54. 

In the short engagement, the BRETAGNEv/as 
blown up, the PROVENCE was beached, and the 
DUNKERQUE ran aground. Only the STRAS- 
BOURG escaped, although she was hit by torpedo 
planes before reaching Toulon. 

With this sour note the final chapter was written 
on the major part of the French Fleet. Only the 
COURBERT. LOR RAINE. and RlCHELIEUsaw 
extensive Allied active service out of the 7 capital 
ships in the French Navy. Despite possession of 
many of the others, the Germans never manned any 
of the ships against the Allies. 

Were the British right in their assessment of the 
situation, and the subsequent attack on Oran? 
Could more time have persuaded the French Adm. 
Darlan to join the Allies and bring the French Fleet? 
These and many other questions concerning the 
French Navv have been source forcontroversy since 
July of 1940. 


THE FRENCH NAVY 

That the French had such a strong navy in 1939 
was a product of the naval arms race that began 
following WWI. Escalation became so expensive 
that an armaments conference was called. On 
November 12, 1921, the participants of the naval 
armaments conference met for the first time in 
Washington. Through her ability to outbuild the 


other nations, the USA was able to outline 
restrictions and coerce the other nations into 
agreement. 

A relative ratio of strength among the naval 
powers was laid down as follows: United Kingdom: 
USA: Japan: France: Italy as 5:5:3:1:75:1.75. Other 
restrictions, such as max gun size and max weight 
set at 35,000 tons, were written into the documents. 

After three months of negotiations, the delegates 
signed the agreement in Feb. 1922. It turned out to 
be one of the few successful international agree- 
ments since it slowed the arms race, but even it was 
violated by all the signees. 

The immediate consequence of the treaty was 
the surrendering of Britain's century-old position as 
the world's strongest naval power. Also, through the 
treaty, France came to be the world's 4th most 
powerful naval presence. 

By September 1939. the four European powers 
had built themselves to strengths shown in the chart. 
The French Fleet was the second largest and control 
of the Mediterranean was based on equal force 
application by both the British and the French. 

The French Fleet was based on a combination of 
modifications to WW] ships and a strong building 
program which had matured earlier than the Italian 
program. In all, the Fleet contained 7 capital ships, 2 
modern Battlecruisers, an aircraft carrier based on a 
converted battleship, and 7 new 8" cruisers built 
from 1925—32. 

The old battleships were of two classes. Three of 
the ships were of the CO URBERTdass. These were 
the COURBERT, PARIS, and OCEA /V (although 
the latter was a training ship and not seaworthy). 
Mounting 12-12" guns and displacing 23,000 tons, 
these ships were modernized in the 30's. but still 
represented holdovers awaiting scrapping when the 
treaties would allow new construction. The other 
class, the PROVENCE, consisted of three ships, the 
PROVENCE. BRETAGNE. & LORRAINE. 
Designed and built in the period 1912-20, they were 
refitted in the 30's and were representative of ships 
throughout the world. With 10-13" guns on 23.000 
tons, they were the French equivalent of the British 
QUEEN ELIZABETH Class, although slightly 
slower (more so after the refit). Nonetheless, they 
remained an effective fighting force. 

France laid down her first two new ships in *32 
and '34. These were the Battle Cruisers DUN- 
KERQUE a nd S TRA SBOURG. of 26.500 tons and 
mounting 8-13" guns in two turrets forward. Both 
had been designed in 30, 32 and were built solely for 
political reasons, allegedly as a "reply" to the 
German 10.000 ton armored ships, but no doubt 
also with an eye to the upcoming Italian Battleships. 
The proportion of armor relative to the design 
displacement reached 36.8% which was the highest 
value recorded until then, although all thicknesses 
were such that they should be described as just at the 
lower limit of acceptable. The arrangement of 
armor relative to the bow was unsatisfactory in that 
hits forward of the main turrets would have resulted 
in the ingress of water with a resulting reduction in 
speed. In any case they were superior to the 
DEUTSCHLAND Class of pocket battleships. 

The next class of ships laid down by the French 
Government was the RICHELIEU Class, begun in 
1935 and planned for 4 ships. This class was to be 
armed with 8-15" guns in two forward turrets akin 
to the arrangement of the DUNKERQUE. They 
were also to carry 15-6" guns, later reduced to 9. 


With a weight of 43.000 tons (announced as 35.000. 
later revised to 38,500) the first ship, the RICHE- 
LIEU, had 1 6,500 tons of armor— 37% of the ships 
displacement. The second ship was started in 1936, 
and was planned for somewhat more weight, 46,500 
tons. The JEAN BART was only about 75% 
complete when the Germans overran France, but 
was sailed from France, finally reaching Casablan- 
ca. The third ship, the CLEMENCEAU. was only 
about 10% completed and was declared German 
war booty. The fourth ship of the class was to have 
been the GASCOGNE. However, in 1938 the design 
for this ship was completely changed with a different 
layout planned for the 15" and 6" guns. The war 
postponed the laying down of this ship, and at the 
time of the French collapse only 6% of the materials 
had been allocated. 

Last in the list of French capital ships was the 
BEARN, a NORMANDIE Class BB converted in 
1927 to the first French Aircraft Carrier. With a 600' 
flight deck, design called for two hangar decks 
providing capacity for 40 aircraft. 

The French also built 7 modern 8" gun Cruisers 
between 1925 and 32. Not much can be said about 
them other than they were generally comparable to 
the normal interwar CAs built by Italy, U.K., and 
the U.S. However, they were not in the same class as 
the BLUCHERS or the Japanese MYOKOs. 

With this navy the French entered the war in 
1939. It was obvious that they were more than a 
match for the Italians, and along with the available 
British forces, the Allies opened the war with 
control of the seas. 

WAR AT SEA VARIANT 

WAR AT SEA is a strategic simulation of the 
naval war in the west in WWII. This variant is 
intended to put the French Fleet in the game, and to 
allow it to continue through 1940 with the Fleet 
allocation based on the relative strengths of the 
ALLIES and the AXIS at the beginningof turn 2. It 
does not add balance to the game, nor was it 
intended to. What it does add is the influence that 
the French Fleet could exert in this theater. 

A. Changes to the Mapboard 

Add Gibraltar as a port in Southern Europe at 
the eastern end of the Mediterranean. Movement 
from Gibraltar can be either into the Mediterranean 
or the South Atlantic, and disabled Allied ships can 
return there from either sea area. Gibraltar has I 
point of repair facility and cannot be bombed. It is 
always an Allied port. 

B. Changes to the Navies 

/. The German Navy — Two of the pre-WWl 
DEUTSCHLANDctess BBs were refitted in 1935- 
36 and took part in WWII. At 1 3.000 tons and fitted 
with I T'guns they were slightly more powerful than 
modern cruisers. Due to their fire control and gun 
systems they do not receive the German bonus. New 
Units: SCHLESIEN (1-1-3): SCHLESWIG- 
HOLSTEIN (1-1-3) 

2. The French Navy— For the variant the French 
Navy consists of 7 completed BBs. I A/C, the 7 
modern 8" cruisers, and the JEAN BART. New 
Units: RICHELIEU (5-6-7): JEAN BART (3-6-7): 
COURBERT{2-l-l): OCEAN (2-3-3): PA RIS(2-3- 
3): BEARN (0-\-f>0)): PROVENCE (3-3-3): BRE- 
TAGNE (3-3-3): LORRAINE (3-3-3): DUN- 
KERQUE (4-3-7): STRASBOURG (4-3-7): 
ALGERIE. COLBERT, DUPLEIX, DU- 
QUESNE. FOCH, SUFFREN. TOURVILLE{\-\- 
7). 
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C. Rules Changes 

/. Disposition of the French Fleet: 

The French Fleet is always controlled by the 
Allies during turn I. French ships begin the game in 
Malta which represents the French home ports of 
Oran and Toulon. The exception is the JEAN 
BART which comes in as a replacement on turn 2 in 
France. 

After turn I, dice are thrown for control of the 
individual ships of the fleet, with control as follows: 
[f the AXIS is ahead 2 or more POC then: 

2,3,4,5 = AXIS control 

6,7.8 = scuttled 
9,10,11,12 = ALLIED control 

If the AXIS is even or ahead I POC: 

2,3,4 = AXIS control 

5,6,7,8 = scuttled 
9.10.1 1.12 = ALLIED control 

Otherwise: 

2.3 = AXIS control 

4,5,6,7. K = scuttled 

9.10.1 1.12 = ALLIED control 

Once control is established, the ships under 
AXIS control then go to the AXIS port in the sea 
area where the ship was located at the end of turn 1 . 
ALLIED controlled ships do not move. 

2. French ship movements: 

On turn 2 no French ship may sail. This reflects 
the internal French struggle and required ship 
refitting. 

At the start of turn 8 all French ships in AXIS 
control are scuttled. This is the reaction of the 
French to get on the winning side, as the European 
landings are taking place. 

3. ALLIED air strikes: 

The ALLIES lacked sufficient land based air in 
the Mediterranean at the start of the war. No 
ALLIED land-based air strikes allowed in the 
Mediterranean on turn I. 

4. German commerce raiders: 

The Ciermans knew when the war would start, 
and were able to put the commerce raiders on 
station. On turn I the German "pocket battleships" 
may start in any sea area. 

5. ALLIED ship reallocation: 

With the Japanese attack in the Pacific, the 
ALLIES had to send the PRINCE of WALES and 
the REPULSE to help. They weren't much help. 

The ALLIED player must remove these two 
ships from the board at the start of turn 4. If they are 
sunk, then he must remove two capital ships (other 
than carriers). 

D. Changes in Points of Control 

The Mediterranean was a vital focal point for 
the ALLIES during the war. Only in the Mediter- 
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ranean could they bring pressure against the 
German ground forces early in the war. This 
pressure led I o the AX IS defeat in North Africa, and 
the eventual fall of Italy. 

. . . MEDITERRANEAN: 3 points for AXIS 
control . . . ALLIED Fleet presence in the Medi- 
terranean helped keep the neutrals quiet and kept 
the Italians from an aggressive naval policy. "For this 
reason, it was imperative that some ALLIED ships 
remain in the Med regardless of who controlled the 
sea. If at the end of a turn the ALLIES do not have 
at least one ship in Malta, award the AXIS 1 POC. 

Perspective 

Given the above variant and the outlined 
probabilities of control of the individual ships, 
WAS can be extended to include the effects of the 
French Fleet. It must be granted that the selection of 
the criteria for division of the ships is somewhat 
arbitrary. No important French ships fought for the 
AXIS. However, there existed some doubt as to 
whether they would. Certainly the Admiralty would 
not have risked the action off Oran had there been 
no chance of the Germans obtaining parts of the 
French Fleet. 

The advantage of a strategic simulation is that if 
you do not agree with the method of ship allocation, 
vou are free to change it. /T\ 



DIPLOMACY WORLD is a quarterly magazine 
on Diplomacy which is edited by Walter 
Buchanan, R.R. #3, Box 324, Lebanon, IN 
46052 and subsidized by The Avalon Hill Game 
Company. The purpose of each 40-page offset 
issue is to present a broad overview of the 
postal Diplomacy hobby by printing articles on 
good play, zine news, listing rating systems, 
game openings, and printing a complete 
variant game and map with each issue. Subs 
are $4.00 with single copies available for $1 .25 
Foreign subscriptions $5. 

Orders for DIPLOMACY WORLD must be 
made payable to DIPLOMACY WORLD and sent 
to the editor's Indiana address. 

DEALER INQUIRIES INVITED 


TABLE OF NAVAL STRENGTH as of Sept., 1939 


Battleships 
Battle Cruisers 
"Pocket Battleships" 
Aircraft Carriers 
Heavy Cruisers* 


* Modern or refitted Heavy Cruisers 

(a) two never built 

(b) two never built 

(c) none built 


British Fleet 

German Fleet 

Italian Fleet 

French Fleet 

uilt building & 
projected 

built 

building & 
projected 

built building & 
projected 

built 

building & 
projected 

12 7(a) 

3 

2 
3 

4(b) 

4 4 

7 
2 

3(e) 

7 6 
15 

2 

2(c) 
3(d) 

7 

I 
7 

K0 
3(g) 


(d) two never built 

(e) Jean Bart launched, other two never built 

(f) never built 

(g) never built 


ELITE CLUB 

Good news for Elite Club members. From now 
on your Elite Club Discount coupons are good 
towards the Mail order purchase of any Avalon 
Hill game direct from Avalon Hill -not just the 
Mail Order only variety. 

Discounts are applicable only lo those mem- 
bers of the Elite Club who staple their 1977 
calendar year Elite Club ticket to their order. Used 
or lost Elite Club tickets are not replaced under 
any circumstances. 

You too can become a member of the Elite 
Club. To qualify you must place a mail order for 
any six Avalon Hill games, No discounts apply to 
this qualifying order. When placing such an order 
be sure to ask for your Elite Club membership 
card tickets to insure we don't forget. 

You'll then be a lifetime member of the Avalon 
Hill Elite Club & eligible for discounts on games 
purchased directly from Avalon Hill every year for 
the rest of your life — PROVIDING you don't lose 
the membership card. Absolutely no lost cards will 
be replaced. 

This offer does nol include a free subscription 
to the GENERAL, and is nol (o be confused with 
the initial offering made in 1974. Your game order 
must total at least 550 to qualify you for 
membership and can not include any game more 
than once. 


SUBSCRIBE TO 
THE GENERAL 



Did you get to your favorite hobby shop too 
late to get the last issue of THEGENERA LI Why 
take a chance — subscribe now and have each issue 
mailed directly to your home — and at a consider- 
able savings over the newstand price. By opting for 
the 2 year, twelve issue subscription you save 50% 
over the $1.50 single issue cost. Charge your order 
if you like to your MASTER CHARGE. 
AMERICAN EXPRESS, or VISA credit card. 
Sorry, no COD orders accepted. 

To order The GENERAL, check the proper box: 

D new □ renewal 
Name 


(Please Print) 


Address- 
Cily 


. Apt. No. . 


State- 


. Zip 


Subscription price in [he U.S. 57.50 a year; $12/2 years. Canada 
Mexico S10.5U a year; SIS, 2 years. Foreign 513.50 a year; J24,'2 
years. United States 1st class delivery — add S3.60/year. 


PAGE 30 


THE GENERAL 


PanzerBiitz. 1941 p anz erBiitz 
Situation 


Map Configuration 
fa 


By William A. Farone 
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Bill Farone is a member of the Old Guard who 
does most of his playing by mail. As such it tomes as 
no surprise that he presides as an official judge for 
A HIKS postal PNZBLTZ games. AHIKS. by the 
way, is the exclusive (adults only) national club 
devoted entirely to postal play of wargames. As so 
few of the new games these days are suitable topbm 
it is only natural that a postal buff such as Bill would 
favor us with yet another Situation 13 for one of his 
favorite postal games. 

Although many situations have appeared for 
PanzerBiitz the early actions of 1941 have not been 
developed as fully as the time period from 1942 to 
the end of the war. This is somewhat unfortunate 
because it was in 1941 that the German Blitzkrieg 
achieved some of its greatest successes. This period 
deserves more attention because part of the lure of 
games of armored warfare is to recreate the 
situations where the speed and firepower of the tank 
allow for an intense, fast-paced struggle. 

The situation presented here is based on a typical 
skirmish immediately after the crossing of the 
Russian border. Elements of a Russian Rifle 
Division face the onslaught of the lead elements of a 
Panzer Division. The situation in mind is the 
crossing of the Bug River by Guderian's 2nd Panzer 
Group on the way to Minsk, 

The objective for the Germans is to destroy as 
many Russian units as quickly as possible and to 
break through to the East keeping their route open 
for the units that follow. The Russians have to 
extract whatever toll they can in German units and 
block the roads thus slowing the blitz. 

Only Board 3 is used and it is oriented such that 
the gully squares between rows V and Z are to the 
West. This places Grabyosh on the East edge. 


All the units are contained in the standard game. At 
this time in the history of the war the attack and 
defense factors of the German Panzer units should 
be less than that printed on the counters because 
earlier versions of the tanks were in use. However, 
they are left as they are to simulate the advantage 
that the Germans had due to surpriseand tactical air 
superiority. These factors can be included this way 
without the requirements for any extra rule which 
may be helpful to future designers of 1941 scenarios. 
The gully squares on the Western half of the 
board represent the Bug River and 3Z9 is the only 
allowed crossing point. The Russian units set up 
first East of row T. The Germans set up West of the 
River and move first. The game length is 9 turns. It 
should be noted that game length in this situation is 
a good way of handicapping when players are not of 
equal experience or skill. A game of 12 turns makes 
the German job much easier. The only special rule 
that has been added for the sake of logic is that all 
German infantry and guns must be carried by trucks 
or halftracks. This is the lead element of the attack 
and the tanks are not to be slowed down picking up 
or carrying infantry or guns! 

The Germans get I victory point for each 
Russian unit destroyed plus 1 point for each 
armored vehicle or loaded transport unit off the 
East edge by the end of the game. Once exited, units 
may not return. The Russians get 1 point for each 
German unit destroyed and 3 points for each town 
or road hex occupied at the end of the game. In 
addition the Russians get a 5 point bonus if the 
Germans fail to exit 8 or more armored vehicles or 
10 points if they fail toextt 5 or more. The side with 
1-5 more points achieves a marginal victory. 6-10 
points achieves a tactical victory and more than 10 
points is a decisive victory. 


For the German player time is of the essence. If 
he tries to play a "safe" game he can run into time 
trouble and have to give up valuable road and town 
squares. He must find and destroy the Russian 
mobile units lest they block roads on the last turn! 
An all out attack will result in some losses which 
must be made up either with exited units or Russian 
losses. The Russian player will find that there is just 
enough hiding space in the two towns and 4 woods 
areas but any one of them can be easily attacked so 
that unit placement is critical. The situation is 
designed to allow several tactical options. The basic 
German decision is one of concentration while the 
Russians can play to delay at Opustoschenia with 
artillery to the rear or opt for doing major damage 
to the German as soon as possible. 

The situation is balanced in the sense that either 
side can win but any individual playing can end up 
being highly unbalanced due to the difference in 
tactics selected. 

The difference between various tactical, doc- 
trines will become apparent. The German can learn 
about the doctrine of committing armor in mass as 
opposed to piecemeal and the Russian can learn the 
value of using armor-piercing weapons at close 
range. ^^^^ Q 


Panzerflliti 
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ARAB TANK TACTICS IN AIW 

Or Methods of Maneuvering Mighty Masses of Mobile Metal 


By Jim Stabler 


"Forty of us, and eight of you . . . but we're not 
afraid," shout the brave Arab tankers as they 
advance to meet their doom. Actually, the Arabs 
have plenty to fear, for the Israelis have much more 
power at their command than their numbers 
indicate. This is as true on the mapboardsof ARAB- 
ISRAELI WARS as it is on the battlefields of the 
Middle East. 

This article is about Arab tank tactics in AH's 
AIW. A novice might say, why does the Arab need 
subtle tactics? He just takes his overwhelming 
strength and rolls over his opponent. That poor 
fellow is in for a rude awakening as the dunes and 
ridges become littered with the remains of his once 
mighty armored force. In situation after situation, 
Tel Maschara, Botzer, Abu Agheila, Ras Sudar, 
and especially Kuneitra, we have a horde of Arab 
armor against a handful of Israeli tanks, yet the 
Arabs have anything but an automatic win; it is an 
uphill struggle all the way. 

Let us examine the reasons for this. A glance at 
the counters shows that an Arab tank unit is no 
match for an Israeli tank unit, even though both 
represent 5 tanks. The Israeli tanks outrange the 
Arabs, have superior firepower, and better armor. 
For example, in 1956, the main Arab tank is the T- 
34/85, which is up against AMX-I3's and Sher- 
mans. The Israelis have a 2 or 4 hex range 
advantage, 13 to 16 attack factors versus 7 for the 
T34/85, and 9 or 10 defense factors compared with 7 
for the T34/85. Thus, an Israeli unit will fire at an 
Arab tank unit at 2-1, in most cases. A single Arab 
unit fires back at 1-2. 

To take a more modern example, consider the 
Israeli's best — M60A1 — against the Arabs best — T- 
62. The M60A1 outranges the T-62 by 6 hexes, 
enabling it to blast the enemy without receiving fire 
in return. It has 25 attack factors versus 1 4 for the T- 
62, and is worth 16 in defense, while the T-62 has a 
defense of only 10 factors. Thus, the M60A1 shoots 
at the Arab's best at 2-1, and receives fire at 1-2 
odds. Things haven't changed much since 1956, 
have they? 

But the Israeli advantages don't stop here. Split 
move and fire, representing superior Israeli tank 
handling, allow the Israelis to advance while still 
firing at the enemy, or to withdraw from a hot spot 
after rallying from a dispersal. Superior morale 
allows the Israeli tanks to recover more quickly 
from said dispersal than the Arabs. 

Even worse for the Arabs, careful inspection of 
the WEC reveals that in most Situations the Israeli 
tanks have doubled attack strength at ranges of 3 to 
6 hexes. Also note that in a hull down position, most 
Israeli tanks have 2 added to the die roll, while the 
Arab tanks gain only a + 1 benefit from crests, ridges, 
and dunes. 

By now you may be tempted to abandon all hope 
of an Arab victory; but don't give up yet. Bravely 
say. "But we're not afraid . . .," and be aware that 
there is more to Arab tank tactics than "Hey diddle 
diddle, straight up the middle." There are many 
ways to apply superior numbers to neutralize some, 
if not all, of the Israeli advantages. 

The Arabs can reduce their enemy's range 
advantage by carefully choosing the range at which 
they engage the Israelis. At 7 or 8 hexes away, both 
Arab and Israeli gunnery is at half effectiveness. 
This is a good range to engage the Israelis. Another 
good range is 1 or 2 hexes away, at which a//gunnery 
is doubled. Also, close range tanks quickly become 


wrecks, which is generally to the Arabs favor, since 
they can usually absorb losses much more easily 
than the Israelis. The challenge is in approaching the 
enemy without being blown away. A tricky player 
can often utilize dunes, ridges, and hills to make his 
approach. For example, the Arab units in Fig. I can 
approach to within one or two hexes of the Israeli 
tanks without suffering opportunity fire. 



Figure I 

Often the Israeli player doesn't leave any 
approaches uncovered. A useful tactic to employ is 
to stand off at a 7 or 8 hex range and get 2-1 or 3-1 
attacks on enemy units in an attempt to disperse 
enough of them to open up relatively safe avenues of 
approach. Even though the Israeli tanks will most 
likely rally on their next turn, they will lose their 
opportunity fire long enough for Arab armor to 
creep up on them. 

You can use your numbers to deny the Israelis a 
similar tactic. In many cases the Israeli units can 
make 2-1 attacks on stacks of Arab tank units, 
pinning down much of the Arab strength. By 
avoiding stacking — not always possible, because of 
lack of firing positions— the Israelis can fire on only 
one unit with each of his units, leaving most of the 
Arab units untouched. 

Dispersal also leads us to another expensive but 
effective maneuver, especially useful when the 
Israeli is short of units, and you are not. One unit 
can shoot at one hex, at most. When you are close to 
the enemy, within overrun range, and there are more 
hexes to overrun from than he has units to 
opportunity fire with, you can spread out, overrun 
his positions, and be assured that some of your units 
will survive to carry the attack home. See Fig. 2 for 
an example of this "metal wave" assault. Each of the 
ten Arab tank units is attacking from a different 
hex. Thus the three Israeli units can fire at only three 
Arab units. Even though the Arabs expect to lose 
three units, they can, in return, expect to heavily 
damage the Israelis with their overun attacks. 



Another tactic involves the threat of overrun, but 
usually doesn't actually result in an overrun. 
Maneuver a force to within overrun range of an 
enemy unit defending an avenue of approach. On 
your next turn, maintain the threat while you 
maneuver other units closerand closer to the enemy. 
If he fires at your advancing tanks, he leaves himself 
vulnerable to an overrun attack. If he holds his fire 
you advance to better positions for the next turn. 
Often, you can maneuver the Israelis out of strong 
positions without a shot being fired, nor a die being 
rolled. 

The overrun threat is especially useful when the 
Arab arsenal includes BMP's. Even though they 
have short range, they are as strong, offensively, as a 
T-55; and since their movement rate is 8 hexes per 
turn, they are an overrun threat from up to 6 hexes 
away. In a situation such as Fig. 3, the Israelis are in 
trouble. The Israeli tanks must hold their fire as the 
Arab tanks boldly lake good positions. If the 
Israelis do fire, they expose themselves to destruc- 
tion at the hands (and guns) of the BMP's lurking 
behind the dunes. This enables the Arabs to get 
around the Israeli defensive positions, robbing the 
Israelis of their +2 hull down bonus, their range 
advantage, and also split move and fire capability. 
Although they can still split move and fire, there is 
no favorable place to retreat to, since the Arabs are 
all over the Israeli rear. Those quick little BMP's 
that you find at Botzer and Marjayou are good for 
much more than hauling infantry. 



Figure 2 


Figure 3 

Note that while most units, including Israeli 
tanks, get a +2 hull down bonus, your Russian-made 
tanks get only a +1, since their guns cannot depress 
very far. How depressing! Therefore, you want to 
avoid the situation in which both sides are firing 
from a hull down position. The Israeli needs his +2 
much more than you need your +1. Swapping shots 
with everyone hull down only gives the Israeli one 
more advantage. This situation can be avoided by 
using the tactics discussed above: sneaking through 
the terrain to get close to the Israeli units; using 
superior numbers to overrun a part of the enemy 
forces; and using the threat of overrun to move most 
of your forces on top of the Israelis, to maneuver 
them out of their good, hull down, positions. 

One last tactic is applicable to any game in which 
a more numerous attacker is up against a stretched 
defender. Spread out your forces to threaten every 
possible avenue of advance, forcing your enemy to 
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defend everywhere at once. Meanwhile, maintain a 
flexible reserve to overwhelm your enemy at one 
point. He will have great difficulty covering 
everything, let alone rushing reinforcements to a 
danger point. It will be only a matter of time before 
he runs out of troops and his line breaks. This tactic 
is most useful in a situation such as Kuneitra. The 
Arabs have overwhelming numbers here, if they do 
anywhere, and the Israelis are stretched very thin 
indeed. By threatening every Israeli position, it is 
possible to mass against one spot and break 
through. Units threatening the other positions pin 
the Israelis in place, leaving the victims to fend for 
themselves. 

While the Arabs in AlH'are outclassed tank for 
tank, their numbers often make up for qualitative 
inferiority; but they must use tactics that take the 
best advantage of their numbers. In the contest of 
the many against the few. the many certainly have a 
chance. , 


D-DAY '77 



James Stahler, a local gamer of considerable 
repute, has authored the third edition D-DA Y 
rules with co-development by Richard Hamblen 
and Don Greenwood. The D-DA Y revision was 
originally intended as just a clean up of a poorly 
done, outdated set of rules which had been passed 
up by the state of the art. D-DA Y has been one of 
our biggest sources of nut mail due to the 
incomplete and poorly done rules of the 1965 
edition. The current revision not only does away 
with the problem in presenting ambiguity-free 
rules, but also addresses play balance problems 
and incorporates design innovations which have 
been developed in the past decade; without going 
into complicated phase systems which would ruin 
the game's excellent postal characteristics. 

Among the changes are revised, more realistic 
supply rules which make South France a viable 
invasion site, strategic movement, tactical air- 
power, carpet bombing, river interdiction, and 
strategic fortresses whose capture affects the 
Allied replacement rate. But above all, these rules 
are ambiguity-free —a competitive postal player's 
dream and a 100% improvement to the old 
classic. 

The revised D-DA Y rules sell for $2.00 plus 
postage costs, and are available only by mail from 
Avalon Hill. Due to overstock and the slowness 
with which retail supplies are moved, these rules 
will not be found in D-DA Y games on the retail 
shelves lor several years. If you order a D-DA Y 
game by mail, be sure to request the new rules. 
They will be provided free to mail order 
purchasers of the game if you request them with 
your purchase. Maryland residents add 5</<- state 
sales tax. 




A.H. Philosophy . . . Continued from Pg. 2. Col. 3 

Game turns are leisurely until trouble breaks 
out — and then time is measured in seconds. 
Hidden movement, ambushes, observation and 
creaking floor boards all play their part up until 
shotguns, carbines, Buffalo rifles, and revolvers 
open up — or until the players are suddenly 
locked in desperate hand to hand combat. 
TOTO W will be a fast, fun game for two or more 
players specifically designed so that many 
people can play at once, recreating the interplay 
of the old west. 

Fast on the heels of his AIR ASSAULT ON 
CRETE development chores, Randall Reed has 
blocked out his next design project. NORMANDY 
BEACHHEAD\n\\\ be a tactical/operational level 
game of the Normandy landings and the 
subsequent counter-attacks and eventual 
breakout. Tentatively, the scale looks to be 
battalion/regiment level with 2 kilometer hexes 
and one-day turns. Emphasis will be on the 
functional differentiation between armored, 
infantry, and artillery units on a tactical level 
The game will include a range of preset 
scenarios as well as the capability for a monster 
campaign game of the entire breakout period. 
Rules will include supply, air bombardment and 
interdiction, naval fire support, parachute 
assault, step-loss combat results system (flip- 
counters and substitute 'remnant' counters), 
impulse movement, and multiple combat 
capabilities. Although it will use a very large 
mapboard and an impressive number of unit 
counters, the designer stresses that this will not 
be an unplayable "monster'' game. Elegance 
and efficiency of the basic game mechanisms 
will ensure a rapid and action-oriented design 

The premiere issue of ALL-STAR REPLAY 
due out shortly will introduce the longawaited 
updated team charts for the Sports Illustrated 
Football Game, PAYDIRT! All 28 NFLteams will 
be included in the chart package, which wilt 
reflect the 1976 team ratings. As a bonus, the 
$7,00 chart set will also include a completely 
revised set of rules for PAYDIRT!, which takes 
into account recent NFL rules changes (such as 
kickoffs from the 35 yard line), and contain a 
whole set of advanced rules, covering such 
areas as: razzle-dazzle plays, two-minute 
offenses, runbacks of fumbles and missed field 
goals, quick kicks, coffin corner punts, fake 
kicks, and even a unique "point-spread" system 
that allows even the weakest team in the game 
set to win (relatively speaking) against a team 
like the mighty Oakland Raiders. 

There's both good news and bad news for 
postal game players. The good news is that we 
will offer the RUSSIAN CAMPAIGN PBM kits 
you've been asking us for. The bad news is that it 
will cost $6.00 ($3.00 for a half kit) plus postage 
charges. Furthermore, all PBM kits will go up in 
price correspondingly. We hadn't realized how 
much of a loss we were taking on these kits until 
we investigated the costs of doing a new one. 
Postal enthusiasts should also note that the 
GETTYSBURG PBM kit is for the '64 square grid 
version and not the '77 hex edition. 

Owners of Battleline s SUBMARINE game 
can earn themselves a free copy of our revised 
version (U-BOAT) by volunteering their services 
as playtesters/proof readers. The game is too far 
along the publication process to be subjected to 
one of our full by-mail playtest programs but we 
do have roughly two weeks of final proof- 
reading and invite experienced players of the 


game to volunteer for the task. Those selected 
will have approximately two weeks to read 
copies of our typed manuscript — the purpose 
being not to playtest the game but to subject the 
rules themselves to a closer prepublication 
scrutiny by as many eyes as possible. Par- 
ticipants will be asked to respond almost 
immediately with written comments pertaining 
to clarity and completeness of the rules. Those 
who make significant contributions in terms of 
spotting omissions, ambiguities, or just plain 
poor grammar will be rewarded with a free copy 
of the finished product, Time is short however so 
volunteer for this project only if you can give it 
your immediate attention and are at least 16 
years of age. 

The initial response to SQUAD LEADER has 
been so overwhelmingly favorable that publica- 
tion of the promised expansion kits seems 
assured, Developer Don Greenwood is now 
accepting applications for by-mail playtest 
volunteers for the expansion kits Those in- 
terested in applying should have a firm 
background in all aspects of SQUAD LEADER, 
have access to several other local SQUAD 
LEADER enthusiasts, and be willing to respond 
with in depth criticisms of the playtest kits. 

Vol. 1 4, No. 2 proved to be a love-hate affair 
among the readers. There was little middle 
ground between the rave 1 and 2 ratings of 
KINGMAKER enthusiasts and the equally rav- 
enous but definitely less friendly 9 and 10's of 
the more conventional WWII battle game fans. 
When all was said and done our 200 random 
raters had decided on a 3 27 for the issue — the 
best rating of the year to date, There were, 
however, a growing number of complaints about 
the lack of diversity in the specialized GENER- 
ALS of recent vintage. While we can understand 
the plight of those subscribers not having the 
game which is featured we do feel that the 
concentration of theme for each issue is a 
definite necessity in our overall production 
picture. The special theme of each issue makes 
the magazine more relevant to hobby store sales 
where we are picking up a great deal of volume 
and also allows us to backlist issues of special 
interest to the many who request in depth 
coverage of particular games. Yet, we will 
endeavor to avoid "overkill" in the future and 
limit the features to less than half of the 
magazine. The new 4 page insert in effect 
increases the GENERAL to a 40 page 
magazine — an effect which was neutralized last 
time by the inclusion of 6 pages of advertising for 
the new '77 games. In short, we're going to 
attempt to have our cake and eat it too and aim 
for both a continuation of the feature presenta- 
tions and more diversity in the same issue. The 
article rankings on our 1200 point maximum 
scoring system were as follows: 


Playing Your Hand in KINGMAKER 389 

Series Replay ALEXANDER 187 

In Praise of KINGMAKER 154 

A Squad Leader Preview 142 

More KINGMAKER Surprises 118 

Avalon Hill Philosophy 70 

KINGMAKER By Mail 43 

Design Analysis KINGMAKER Rules Explanation 34 

And Still More KINGMAKER Surprises 32 

Postal KINGMAKER Mechanics 31 
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Dear Mr. Greenwood; 

I wish to thank the Avalon Hill graphics team 
lor their generally excellent job on the PANZER- 
BLITZ Series Replay in Vol. 13. No. 6. The 
mutational system of illustration of individual 

units 1 moves is easier for mc to Follow than in 
previous series replays involving this game. 

As with any undertaking ofthissi/e. there are 
inevitably graphical reproduction mistaikes. 
Several of my hard core PBM PAN2ERBUTZ 
opponents have informed me of various am- 
biguities and errors in the replay. So I would like 
to straighten out some of these gremlins in the 
graphic reproduction of that game, and ease some 
of the frustration of those who tried to replay the 
game. On Soviet turn one 954<I42) should be on 
the hex labeled "b". 821(1H4) is on hex "A". 
German unit 424 should he on 214. not 217 -the 
latter hex should he unoccupied on the defender's 
opening turn. The hex labeled "J" on Soviet turn 
two should be labeled instead as "C". And on 
German turn three, one might clarify that both 850 
and 6.11 go to 3QS, with 621(41) on 3W8. Soviet 
units 421 and 434 on turn four are carrying 86and 
S5 respectively. In German turn four, the Wespe is ( 
Carrying [he 8&. so the Wespe alone fires on 956. 
The editor's explanation above the illustrated turn 
five move is incorrect: German units 44 1. 62 1 .and 
4f should be on 3X3, BCOfr and 3DD5 respective- 
ly, At that time, only 631 was on board one. 
Finally on Soviet turn seven, there should be no 
"\V label on .IV 1 1 that hex is vacant. The"D" 
label on 3R6 is correct, however. On Soviet turn 
three, infantry units 183, I #4 and 145 on hexes 213, 
212, and 2E2 respectively are all mistakenly 
illustrated as being loaded. They should be 
unloaded! And on the same turn, (he truck on 
2H10 should be 432. not 423. In the editor's turn 
four description above the illustration, Soviet unit 
426 on stack "O" should be carrying 32. Stacks "V" 
and "W" on the Soviet fifth turn are nonexistent 
those two hexes (2D4 and 2D5) should be 
unoccupied, 434(K5)goeson 2C3, 424( 1 3) goes on 
2A3, 431(12) goes on 3B9, and 42I(K6) goes on 
2B3- LastK, there were two errors of my own in the 
commentary. On page 22, second column, line 9. 
the last word should be "IAS", not "I A3". And on 
page 23. first column, line 12. the second word 
should be "K2I". not "K22" (latter deceased!), 

Hopefully no more of those gremlins have 
escaped my notice. 

Robert Chiang 
Berkeley, CA 

••••• 


Letters to the Editor 


Dear Sir: 

It was with considerable interest that I read 
Dwight Hamncr's recent criticism on my article 
"Game Theory and 1776" and on probability 
articles in general. His primary objection was thai 
the choosing of the Tactical cards prior to each 
battle was not subject to analysis by game theory. 
He rationalizes this by stating that each separate 
selection of Tactical cards lor different attacks are 
not independent events, but a function of various 
parameters. He says "the geographic location of 
the battle, the relative lime of the battle, as well as 
the composition and strength of the forces will all 
have impact on the choice of tactical cards." This 
statement is true, but only in the sense that these 
factors have some bearing on which strategy to 
use, which in turn changes the odds concerning the 
selection of the various Tactical cards. However, 
to state that each selection is not an independent 
event is erroneous. (Game theory can be a complex 
subject, and it is easy to misconstrue certain 
concepts or fall into fallacious arguments. J.D. 
Williams* book. The Compleat Strategist, is an 
excellent introduction to game theory, and I 
heartily recommend it to all novices.) Mr. 
Hamner's argument is akin to the classic example 
of flipping a coin one-hundred times, the result 
every time being heads. The first hundred results, 
however, have absolutely no bearing on the one- 
hundred and first toss. The chance for heads 
coming up is still fifty percent. Similarly, just 
because my opponent picked Enfilade Left last 
attack doesn't mean he won't (or will) pick 
Enfilade l-cft again. 

The one compl ication to the above analysis is 
that in many cases the defender may attempt to 
break off the hattlc rather than indulge in a warof 
attrition. In these cases, an appropriate bias must 
be assigned toa successful Withdrawal result. This 
is discussed in some detail in my article, but t 
should add that even biasing the 'Tactical Results 
Matrix does not preclude it from being successful- 
ly-analyzed by game theory All of Mr, Hamner's 


••mitigating factors" (odds, terrain, supply, etc.) do 
have a direct bearing on* which overall strategic 
policy should be assumed for each attack, and this 
policy can easily change from one attack to the 
next. But the only, and I emphasize only, effect 
that the selection of the tactical cards had is an 
adjustment to the die roll. Once I have chosen the 
appropriate strategy, the unit composition, odds, 
terrain, whatever, are all completely irrelevant. As 
attacker, I still want to maximize my chances of 
increasing the die roll adjustment, regardless o( 
whether I have a force of all British regulars or all 
Tory militia. 

Mr. Hamner also claims that "a defensive 
player can anticipate and choose appropriate 
counter action" if an "attacker consistently uses 
Rccon in Force as dictated by the Game Theory 
Analysis." This statement is 100% wrong. In fact, 
the whole point of game theory is to prevent such 
predictability. I assume that Mr. Hamner means 
by anticipation of my strategy that he will always 
pick Stand and Defend or Frontal Assault when 
confronted with my optimumapproach (these two 
defenses give the best result for the defender 
against a Recon in Force, which should be selected 
more often than any other single Tactical card 
when using the optimum strategy). If one bothers 
to compute the value of the game given the above 
.situation, he will find that it is equal to zero, which 
is no improvement. As stated in my article, no 
possible strategy can be better, while many in fact 
are worse. If Mr. Hamner can find a strategy 
which consistently betters mine, I would be more 
than interested in knowing of it. 

Another statement Mr. Hamner makes is that 
"these articles (have a) negative impact in 
achieving market growth for AH "This is clearly a 
personal prejudice, and possibly even irresponsi- 
ble. Certainly we all have our different likes and 
dislikes concerning the various topics presented. 
My opinion is that only by providing a wide 
selection of subjects can we sustain and promote 
growth in the field. As to his specific objection that 
these articles cannot attract and hold younger 
audiences, I can only say that it was exactly these 
types of articles that whetted my interest both in 
playing and writing, 

And finally, Mr. Hamner states that he is "a 
little sick of . . . articles . . . which contain such 
superficial analysis." Here I am almost incomplete 
agreement with Mr, Hamner. I.too.amsomewhat 
weary of superficial analyses. 

J. Richard Jarvinen 
Stuttgart. Germany 

••••• 

Dear Don, 

This spring I sold about two dozen out of 
print games to about 75 people who responded to 
various ads in Hobby magazines. The single 
highest price for a game was over TRAFALGAR. 
I sold il for S 1 40 in cash to a person about SO miles 
from where I live. 

TRAFALGAR has an interesting story. 
Approximately 1 25 copies of this game were put 
out in 1969 by Roger Cormier, who then lived in 
Bloomington. Indiana, (By the way, if anyone 
knows where Roger is, please send me his add ress). 
It sold then for III and was the highest priced 
game of that period. It used handmade plastic 
range finders, a very large vinyl mapboard. many 
counters (including I" long x h" wide ship 
counters), plastic compartment tray, and rules. An 
early STRATEGY & TACTICS (vol. II no. 5) 
rated it excellent and outstanding in every 
department, though it is a long tactical game 
taking 12 hours to play. By state of the art 
standards it is still almost up to the standards of 
WOODEN SHIPS & IRON MEN. 

At Origins I an auctioned copy sold for S50. 
Then, in the late winter of 1975-6, an ad was 
submitted to the GENERAL offering to sell 
TRAFALGAR and VIETNAM (t sold my copy 
this spring for S30. It was produced in 1965 by 
Gamescience), Tom Shaw and Don Greenwood 
wrote back to the seller and told him he could get a 
better price then what he was asking for it. but the 
seller said that was O. K. and sold both the games 
to Avalon Hill Another TRAFALGAR was 
auctioned off at Origins II for $90. 

I had my copy in very good condition plus I 
had the counters from Dana Lombardy's copy, 
though the rest of his copy was lost. 1 offered it for 
the highest bid over S 125- I received two bids by 


my deadline, one for SMI. 13 and the other for 
S140. The former bid was accepted but I did not 
receive his check in time. I had to take the latter bid 
of SI40. Two additional bids were made on 
TRAFALGAR but were less than SI25. If 
someone hasacopyof TRAFALGAR\hs$\4\A$ 
bid would probably still be good. Ifanyone wants 
to contact me on thai or knows where Roger 
Cormier lives, please write me c/o 670 Darrell 
Road. Hillsborough. California 94010. 

After TRAFALGAR the two most sought 
after games were 1914 by Avalon Hill and its 
companion game TANNENBURG an early long 
out of print game by SPI, Of my games, Avalon 
Hill ones, on the average, had more offers than 
ones from other companies. GUADACANAL 
and the Hexagon version of GETTYSBURGv/tn 
both sought after items. The best non Avalon Hill 
seller, other than ones mentioned was 
DUNKERQUE-1940 by SDC 

I placed 9 ads invarious magazines. The most 
responses came from CAMPAIGN (formerly Don 
Greenwood's PANZERFA VST), the 
GENERAL, and WARSHIPS INTER- 
NA TIONAL. I was selling a great many books as 
well. I noticed that most gamers bought games and 
no books and vice versa. Two young men who 
bought 186 dollars worth of games bought no 
books for example. The two men who spent the 
$186 not only have been playing all that they 
bought, but bought several titles made about the 
time they were born! 

All in all, the market for the collector and the 
seller is there. I think that in the years to come out 
of print wargames will continue to climb in price. 
Many games are like an investment in an, 
However, the quality game will be the game that 
will be most valuable. 

Jack Greene 
Hillsborough. CA 


The collector's market Is not only still there it 
appears to be growing by leaps and bounds. A! the 
recent ORIGINS 77 auction prices for collector's 
items were higher than ever before and another 
TRAFALGAR was turned up and auctioned off 
for prices not much less than what you quote 
above. Wargames, as collector's items, are indeed 
viable purchases. 


Gentlemen: 

I am writing this letter with regards to the 
availability ai PBM materials to players of some 
of your games. The best PBM kits that you now r 
offer are the PANZERBIlTZl ANZIO types 
where the map is reproduced in a reduced fashion, 
Thus, players merely plot the positions of their 
various units on the map. The beauty of this 
system lies in the fact that it is frequently not even 
necessary to set-up the board and all the units 
(quite time-consuming). It is eminently possibeto 
play the game just from the map, and for those 
dedicated PBMcrs like myself withso many games 
going at one time, it frees more time for other 
activities. I know this from personal experience — 
in the last several years I may have set up nry 
PANZERBLITZ once or twice for a PBM game 
Asa sidelight, it is also a little bit more realistic for 
a tactical commander to plot the situation by map: 
he does not have the time of the strategic 
commander lor considering and experimenting 
with numerous strategies. 

Now there are some AH games where no 
PBM kit is available. In fact, for these games.it is 
quite difficult to rule on a "best" method for PBM. 
since they contain so many variables that make 
application of any set standard inconceivable. It is 
best left up to the individual players to decide upon 
a system that they like the best. Guidelines can be 
provided, and options presented to be implement- 
ed or rejected, but a standard system that satisfies 
all players is the veritable carrot at the end of a 
stick. 

Games that fill this category include THIRD 
REICH and PASZERl.EADER. among others. 
They both are PBMable numerous gamers 
including myself can attest to this -but the players 
themselves must decide how best to handle it, 
given the options available. 

What, you may ask. is the role of the 
providing company, in this case, Avalon Hill, in 
such a matter'. 3 The role of Avalon Hill is to 


provide the materials necessary to PBM the games 
(hat are not otherwise universally available. 
Number one, of course, is the game itself. 
Secondly, would be the availability of reduced 
maps, such as is the case with PANZERBLITZ. I 
have played THIRD REICH by mail, and some of 
my opponents have come by such reduced maps 
themselves. Believe me, it aids play greatly. I 
realize that in the case of THIRD REICH, it 
would take both sides of the sheet to include the 
whole mapboard. Yet. I feel (hat that is all that is 
necessary. IT you give the players who are 
motivated enough to play these games at all, the 
basics, they will supply the rest. They are generally 
experienced or ingenious enough to put the pieces 
together. 

As manager of the Conflict Simulation 
Society's THIRD REICH PBM league. I feelsuch 
equipment would be well received and could only 
promote better PBM competition and better well- 
being for the industry as a whole. 1 only wish I 
could forward to you the deluge of mail that 
assaulted me when I announced in an ad in THE 
GENERAL the opening of this league. I am sure 
that these gamers wholeheartedly support this 
idea. I do hope that you will consider this. 
Mark G. Maluschafc 
Uniontown. PA 

Editor's note — PBM enthusiasts are constantly 
requesting PBM kits fur the latest games. 
However, we have found that due to increased 
paper and postage costs that a PBM kit is no 
longer a profitable item to produce and sell on a 
mail order basis. In fact, we come close to losing 
money on each pfay-by-mail kit sold. We wilt 
continue to sell kits for the old favorites due to the 
beneficial service ii provides new PBM enthusiasts 
in breaking into this particular branch of the 
hobby. However, as you've noted yourself in the 
body of your letter, postal players are quick to 
improvise and once exposed to the basic combat 
results and postal techniques, hardly need a PBM 
kit to play the game* pustafly. 


Dear Sirs; 

Often a wargamc designer will sacrifice play 
balance for realism in an effort to create a "you are 
there" atmosphere. At times, however, this quest 
for realism results in an unstable situation, where 
only brilliant play by the underdog and mediocre 
play by the favorite will result in a viable contest- 
Still, this is not the case with THIRD REICH Its 
secret lies in the fact that while realism is 
responsible for the boundaries and the relative 
strengths of the nations involved, the outcome of 
each game depends entirely upon the players' 
personalities. 

However, il appears that the fighting abilities 
of several unit types within the nations' force pools 
have been underrated. It is well documented that 
the German Panzer division and Himmler'sSS 
division were among the finest units to enter 
combat during WW II; their tanks (particularly the 
Panther. Jagdpanthcr. and King Tiger) were in 
most ways superior to anything in the Anglo- 
American arsenal- Additionally JR fails to 
properly portray the Soviet tanks that so greatly 
alarmed the Germans in 1941. that the latter 
developed the Panther as a counter. 

To overcome these deficiencies, I proposethe 
following: (J) Increase the fighting ability of the 
two SS Panjer corps to 6-6 and that of the SS 
Infantry divisions to 4-4; (2) Beginning in Spring, 

1941, and continuing through Spring, 1943. allow 
the German player to upgunthealtack factor(AF) 
of 9 Panzer Corps (a maximum of 3 Panzer Corps 
per year) to 5 at a cost of 2 BRP's per counter; (3) 
Reduce the AI- of the U.S. tank corps to 4, but 
increase their number by 1 to 8; (4) In Spring, 

1942. allow the Russians to increase their tanks' 
AF to 4 (also at a cost of 2 BRP's per counter). 

These changes result in a net gain of I AF by 
Germany. More importantly the German changes 
somewhat neutralize the vastly superior naval and 
air forces of the Western Allies, which make a 
successful Anglo-American invasion of France 
possible in early 1943. The Anglo-American 
player must now either concentrate his invasion 
forces in England while awaiting the Russian 
offensive which will weaken the German forces in 
France, or start an offensive in the Mediterranean. 
These changes. [ believe, do not transform SR into 
a "you are there" simulation game, but rather 
more realistically reflect the war-making 
capabilities of each nation as the war progressed. 

Jeffrey Stanis/ewski 
Sayreville. NJ 
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READER BUYERS GUIDE 

TITLE ARAB-ISRAELI WARS PRICE S10 

SUBJECT Tactical Game of Armor Combat in (he Mideast 


ARABfSRAEU WA RS is the 33rd game to 
undergo analysis in the RBCi and fared relatively 
well, placing 14th in the overall list with a 
cumulative score of 2,68. The game was paced by a 
near record setting performance for Components 
which placed second only to the 1.85 of FRANCE, 
1940. The ja//y armor and aircraft silhouettes of 
the PANZER ft LiTZfamdy counters seem always 
destined for good rankings and those provided in 
AlW proved no exception. Other strong points 
were m the Realism category (7|h best), physical 
quality (I I: hi. Excitement Levei (Nth) and 
Overall Value (I2tb>. 

On the negative side AlW posted two sub 
average scores for their respective categories. The 
Ease of Understanding rating was only the 26th 
best performance to date and far below the 
average rating of 2.79. -although this was not 
unexpected for a game as complicated as AlW. 
The PA NZ.ERBl.ITZ system games have become 
increasingly complicated with the publication of 
each new sister game and ,4/W'has not shirked its 
role in this regard while introducing such new 
factors as morale, guided missile technology, split 
move and lire, improved artillery mechanics, and 
more closely defined terrain efforts (hull down, 
etc). The other sub par ranking was in Play 
Balance where the game's innate design biasforces 
the Arabs to win with superior numbers in the face 
of far better Israeli technology, morale and 
weapons. 


As is the case with all scenario games, the 
playing lime will vary greatly from one scenario to 
the next and the listed time of2 l /*hourscun only be 
taken as an average figure lor the 24 different 
scenarios. 

WHAT THE NUMBERS MEAN: Put simplv. the 
results can be considered like this: Anything 
under 2.00 is pretty darn fantastic. Scores ranging 
from 2-3 are excellent while 3's must be con- 
sidered good. 4 through 4.5 would be considered 
fair, with the upper half of the 4.5 combination 
considered poor. Anything rated higher than a 6 
indicates a dire deficiency aid should merit 
either immediate attempts at redesign or dropping 
from the line. 

1. Physical Quality 2.34 

2. Mapboard 3.03 

3. Components « . * 1.86 

4. Ease of Understanding ..... 3.31 
5- Completeness of Rules 2.70 

6. Play Balance .. 3.57 

7. Realism 2.31 

8. Excitement Level 2.51 

9. Overall Value 2.52 

10. Game Length 2 hr., 15 nun. 



ARAB I.SH AM I WARS 

Q. Can you double or triple your attack strength 
(using the SUPPLY optional rule) when making 
Overrun or CAT attacks? 

A. No! Overrun and CAT attacks rely on 
technique for success (and their combat bonuses), 
and more ammunition does not result in more 
technique. In Overruns and CAT attacks each 
attack must use only one supply. 

Q. Why does the game include units (such as the 
Arab Ml.fi minelayer) and rules (such as the cut- 
building and bridge building rules that require 40 
or (it) turns) that can not be used in any of the 
situations? 

A. Not all oi the weaponry and techniques that 
were important in the Middle Fast fighting could 
be included in the limited number of situations 
provided. Rather than simply ignore these factors, 
we decided to include them in ihegameevcn if they 
weren't in anv particular situation. Many plavers 
of A /» ■-style games (PA NZERBLITZ PA NZER 
LEA DER) enjoy making up their own 
situations so we made sure such players would 
have alt the important Middle East terminology to 
work with. 


&0&t*t*0W*0<0 W* l*0W * 0!$ 


Q. When a unit expends movement points to 
move from one he* to another, in which hex is the 
movement poinds) expanded? This can be 
important during Opportunity Fire. 
A. The movement points are expended when the 
unit enters the new hex, i.e. they are considered to 
be expended in the new hex entered. Special Note: 
Interdiction lire attacks (Adv. III. D) take place 
when a unit tries to expend movement points, in its 
old hex hffori' it moves. 

Q. How are wrecks removed"? 
A. A battle tank unit that starts the turn adjacent 
to the wreck expends its whole movement 
allowance to move one hex into the hex with the 
wreck. As the tank enters the hex it removes one 
slacking point's worth of wreck. 

Q. II a unit is HULL DOWN and inan I. P. (or 

fort), does it get credit for both so 4 is added to 

the die roll (for non-Soviet tank units)'' 

A. Yes. Additions to the die roll are cumulative. 

Q. Can a unit be attacked by Opportunity Fire as 
it makes a CAT attack? 

A. No— making a CAT attack does not count as 
an expenditure of MF. 


COMING UP NEXT TIME 



IN DECEMBER 


Q, Can blocks be built in hexes that contain crest 

hex sides (but not ridge hex sides}? 

A. Yes, as indicated on the Neutral Counters 

Chart. 

Q. The rules say that the 11-67 gets* t to the die 
roll for being HIM. I. DOWN, but the UKT says *2. 
Which is right.' 

A. The rules are right the TI-67 (captured 
Soviet equipment) gets a HULL DOWN bonus of 
+ 1. 

Q. Can a unit "bail out" (Adv. II B) when its 

carrier is destroyed? 

A. No. only if the carrier is dispersed. 

Q. Can Off-Board Artillery do Destructive Fire 
attacks'' (Adv. III. C.2.a> 
A. Yes 

Q. When an infantry unit makes an Opportunity 
Fire attack as it is being overrun, it uses the CAT 
section of the WEC to calculate its at tack strength. 
Does this mean that the opportunity fire attack is 
2 on the die roll like CAT attacks? (Standard. 
II.E.S.g) 

A. No! The CAT section is used to modify thy 
effective attack strength -not the die roll. 

Q. Can a helicopter move and (hen attack the 
same turn? 

A. Yes if it is face up. A helicopter unit that is 
face up is nor inverted when it moves during the 
AIR PHASE. unlessa-DOWN" counter is placed 
on it at the end of the move. 

Q. Can an artillery unit pre-reqord a "DEST" or 
"'NEUT* attack while it is still making an INT 
attack (thai will end at the end of that turn)? 
A. Yes 

Q. Can AVLB units "pick up"' bridges from 
other, destroyed or dispersed AVLB units? 
A. No! AVLB bridges must have been unloaded 
in trenches to be picked up. 

Q. What happens when a bridge or a trench on 
land (Le, not on the Sue7 Canal is "dispersed" by 
combat (DD or D result)? 

A. It is treated like a "dispersed" pontoon bridge 
(Adv. VI. L.5); a "dispersed" counter is placed on 
it, il must roll for MORALE, units may move off it 
but not onto it. etc. 


Q. Can pontoon bridges (Suc/)ever beattacked? 
A, Only when they are being transported over- 
land. 

Q. When an Israeli tank moves one hex to tow a 
bridge (Adv. V.D.2), does (his count as its whole 
movement factor (for Opportunity Fire. SMF. 
etc.)? 
A, Yes 

Q. Can Cobra units switch reloads like Saggers 
(Adv. U. F9.C)? 
A. Yes 

Q. Are all of the situations correct? 

A. No. the following changes should be made: 

S-6 The "North" arrow should be pointing down. 

S-9 The Egyptians should have 7 trench/cuts 

instead of 2. 

S-ll I he "North" arrow should be pointing down. 

S-12 The lsraeH7th Bde should have 7 MduAi ;ind 

9 Pallurion. instead of the other way around. The 

Israeli NATK.E should have 3 MM3A1 units 

instead of 3 M-3s, 

A-4 Board A should be turned IX0 c . The proper 

setup is tt > O A, N. 

A-5 Egyptian Group B should have one bridge 

placed on a cut on the canal, instead of the MTU- 

2. 

A-6 The Israeli bridge should beset up on a cut on 

the Canal: Israeli Group B should he set up on 

board A. Group A should have I construction 

engineer, not 2. Group C should have one 

construction engineer. 

Q. When using the SMOKE and SUPPLY 

optional rules, does creating smoke count as one 

of a unit's 12 attacks? 

A. No! Each unit is assumed to have smoke 

shells in addition Co its 12 attacks' worth of 

ammunition. 

Q. Does a CAT attack count as a SUPPLY 
attack (one of the 12)? 
A. Yes 

Q. Can indirect fire attacks be made against 
"DOWN" helicopters (Opt, I.C..\c)7 
A. Yes! On the WEC, note "10" applies to 
indirect lire attacks (except "INT 1 attacks). 


AVALON HILL RBG RATING CHART 

The games are ranked by their cumulative scores which is an average of the 9 categories tor each 
game. While it may be fairly argued that each category should not weigh equally againstthe others, 
we use it only as a generalization of overall rank. By breaking down a game's ratings into individual 
categories the gamer is able to discern for himself where the game is strong or weak in the qualities 
he values the most. Readers are reminded thai the Game Length category is measured in multiples of 
ten minutes and that a rating of 18 would equal 3 hours 

O "^ g Ocrnoo^ 33 m Q O 

3 ^ B 3 £ S ? 3 -< £ | 5 3 


1. RUSSIAN CAMPAIGN 

2.24 

1.98 

1.85 

2.02 

2.24 

3.07 

2.78 

2.41 

1 78 

2.07 

28.6 

2 W.S. & 1. M. 

2.34 

2.40 

3.07 

2 38 

288 

239 

2.07 

1.85 

1.88 

2.10 

9,2 

3. ANZIO 

2.36 

2.60 

2.11 

1.74 

1.94 

3.74 

2.88 

2.62 

2.00 

2.09 

2.15 

21.7 

4 PANZER LEAOER 

2.41 

2 17 

2.34 

365 

260 

2.67 

2.19 

2,34 

2,20 

13.1 

5 RICHTHOFENS 

2.52 

2.28 

262 

2 12 

263 

294 

2.60 

266 

2.39 

2 45 

6.0 

6. CAESAR— ALESIA 

2.53 

2.92 

2 71 

278 

1.71 
3.27 

1 85 
2.62 

3.36 
3.08 

2.64 
2.72 

2 71 
2.63 

2 07 
2.36 

27.9 

7 1776 

2.56 

2.16 

1.76 

2.45 

33.4 

8. 3rd REICH 

2.57 

2.12 

2.47 

2,34 

4.15 

3.22 

2.59 

2.24 

1.95 

2.05 

34.9 

9. PANZER8LIT2 

2.58 

2.00 

2.26 

300 
2 84 

203 

234 

403 

2.83 

3.00 

3.07 

3.06 

1.86 

2.05 

3.65 

2.07 

2.14 

2.05 

241 

14.0 

!0. KINGMAKER 

2.60 

20.2 

11. DIPLOMACY 

2.60 

2.35 

226 

3.13 

1.87 

2.39 

2.09 

457 

2.30 

243 

32 6 

12 CAESAR S LEGIONS 

2.64 

232 

236 

2.31 

2 14 

2.23 

373 

305 

2.86 

2.73 

135 

13, STARS HIP TROOPERS 

2.67 

2.27 

3.11 

2,07 

2.43 

2.70 

3.57 

3.39 

2.20 

2.32 

17,3 

\ 4. ARAB ISRAELI WARS 

2.68 
2.68 

2.34 
2.62 

3.03 
2,57 

1.86 
2.45 

3.31 
2.26 

2.70 
2.52 

3.57 

2.31 

2 51 

2.55 

2,62 
2.64 

13 5 

15 CHANCEILORSVILLE 

3.43 

3.07 

18.8 

16. FRANCE 1940 

2.82 

1.75 

205 

1.85 

3.30 

3.25 

4.05 

3.00 

340 

275 

16 

17. JUTLAND 

2.83 

2.84 

— 

239 

3.27 

3.06 

324 

2 53 

2.61 

2.67 

297 

18 LUFTWAFFE 

2.87 

2 41 
2.75 

2 91 
3.12 

2.04 
2.56 

286 
2.78 

3 02 
290 

3.73 
3.66 

3,41 
3.08 

2.82 
2.37 

2.64 
2.73 

24.2 

19. MIDWAY 

2.88 

1S.7 

20. AFRIKA KORPS 

2.90 

3.04 

3.10 

2.92 

2.12 

2.29 

3.39 

3.57 

2.91 

2.77 

13,5 

21 ALEXANDER 

2.93 

2.99 

2.69 

3.21 

2.58 

3.19 

2.80 

2.55 

2,00 

2.98 
2.22 

3.43 

4.00 

2.76 

4.06 

2.43 
3.11 

2.86 

3.40 

12.7 

22 ORIGINS OF WW II 

298 

9.6 

23. BLITZKRIEG 

3.09 

3.39 

328 

3.30 

3.14 

2.89 

2.25 

3.67 

2.81 

305 

240 

24 TOBRUK 

3.10 

2.85 

468 

2 13 

4 32 

2 77 

3.06 

2 1 1 

3.00 

2 96 

21 6 

26. WATERLOO 

3.18 

3.29 

3.27 

3.11 

2.01 

3.11 

3,27 

4.32 

3.21 

3.01 

16.2 

26. WAR AT SEA 

3.21 

3.18 

3 96 

2.74 

1,74 

2.35 

3.73 

5.12 

2.93 

3.15 

6.9 

27. BULGE 

3.21 

2.93 

3 72 

2.80 

4.54 

3.31 

3.69 

3.0B 
256 

3.40 

3.53 

4.11 

281 

2.95 

3.56 

20.0 

28. D-DAY 

3.43 

309 

4.38 

450 

3.60 

178 

29 STALINGRAD 

3.44 

3.43 

3 74 

3.40 

2 07 

2 52 

4.37 

5.15 

328 

304 

20.0 

30 TACTICS II 

3 SI 
3.87 

343 

4 30 

359 
3.26 

1 45 
5.46 

2.18 
4.32 

2 32 
3.86 

5.57 

1.95 

4.59 
5.48 

4.20 
3.86 

1 1.6 

31. 1914 

3.18 

3.40 

55.0 

32. GETTYSBURG 

3.88 

3.59 

3.84 

3.54 

2.68 

3.39 

5.08 

4.51 

4.34 

3.98 

12,5 

33. KRIEGSPIEL 

4.04 

3.77 
2.73 

4.20 
3.02 

3.85 
2.70 

2.13 
2.79 

2.94 
2.82 

2 93 
3.24 

609 

3.38 

5.20 
2.90 

5.29 
2.84 

9.8 

AVERAGE 

2.92 

19.6 


THE GENERAL 

A final word on contest No. 77: it turns out 
that there are a few alternative solutions to the 
contest, based on the "rolling supply" phe- 
nomenon where a supply unit moves along, 
supplying attacks as it goes. Specifically, it is 
possible to "peel" the British position from west 
to east — instead of the other way around — by 
executing attacks as the supply unit moves west 
to east. So don't worry if your solution was not 
the same as the one that was printed in the last 
issue — ALL entries were examined, and the 
winners listed below were drawn (randomly) 
from among all the entries that gave a legal 
solution to the puzzle. 

The most common errors in the entries we 
recieved: 1) AV attacks may not be "self- 
justifying", i.e. each attack must be supplied at 
the moment it is executed and the supply line for 
that attack may not pass through the ZOC of the 
unit being AV'd; 2) once a supply unit has 
supplied an AV attack the supply unit must 
continue to supply that attack for the rest of that 
turn — it cannot move farther than 5 hexes (out of 
enemy ZOC) away from the attacking units; 3) 
enemy units may never stop directly on AV'd 
units — they can move over the AV'd units but 
may NOT stop on them; 4) in each attack, every 
attacker must be adjacent to EACH defender — 
so if an attacker is not adjacent to a defender, 
they cannot be involved in the same attack. 

The ten winners were: J. West, Seattle, WA; 
R. Wharton, Blackwood, NJ; R. Reynolds, 
Houston, TX; R. White, Cambridge, MA; A. 
Lumbis, Carlisle, PA; T. Kuik, Grand Rapids, Ml; 
J. Munger, Crystal Lake, IL; A. Redlack. Water- 
loo, ONT; L. Morrison, Arvada, CO; and R. 
Goldbaum, Plaistow, NH. 

Warcon IV will be held January 27-29 at 
Texas A&M University in College Station, TX. 
Among the Avalon Hill events planned are 
tournaments in PANZER LEADER, THIRD 
REICH, and KINGMAKER. Interested parties 
should write Jerry Ruhland at his P.O. Box 681 6, 
College Station, TX 77844 address for further 
information. 


James Myers informs us of "The Return of 
ORCCON" to be held at California State Univer- 
sity in Fullerton on January 13-15, 1978. 
Among the many planned events are several 
tournaments utilizing AH games. Cost is $2.00 
preregistration or $3.00 at the door, More 
information can be had by writing Mr. Meyers at 
his 13718 Norbeck Dr., La Mirada, CA 90638. 

Lately, we've decided to accept books per- 
taining to Wargaming for review. We make no 
guarantees but if our reviewer feels the subject 
matter is appropriate for the wargamer, a listing 
and objective review will appear in print in due 
course, 

DIPLOMACY'S first book, AN INTRODUC- 
TION TO THE STRATEGY AND TACTICS OF 
POSTAL DIPLOMACYhas been published bythe 
Institute for Diplomatic Studies, Box 8416, San 
Diego, CA 92102 ($16.00 ppd). Written by 11 
/ear Diplomacy veteran Larry Peery, S&TPD\sto 
date the largest and most complete collection of 
material available oncountryopenings.The376 
pp., offset printed, bound volume is designed as 
an introduction to basic Diplomacy strategy and 
tactics for novice players Included are chapters 
on each of the 7 great powers, an introduction, 
and a map folio. S&TPD is highly recommended 
to anyone seriously interested in postal 
DIPLOMACY. 


Infiltrator's Report 


HILL ^AME; ' 



Brian Blume (right) of TSR presents Tom Shaw with the 
STRATEGISTS CLUB AWARD for CREATIVITY IN GAMING won 
bv the AH edition of KINGMAKER- 

Avalon Hill garnered two new awards at the 
recent GEM CON X convention held at the lush 
Playboy Club in Lake Geneva, Wl. The Avalon 
Hill 2nd edition of KINGMAKER took the 
"Creativity in Gaming" award presented by the 
STRATEGISTS CLUB. A similar plaque was 
presented by Don Lowry toAvalon Hilffor THIRD 
REICH which won the "Best Game Of All Times" 
accolade as voted upon by readers of CAM- 
PAIGN Magazine. 



Don Lowry (right) of CAMPAIGN magazine presents Don 
Greenwood with a plaque symbolizing the BEST GAME OF ALL 
TIMES for THIRD REICH as voted on by the readers of that 
journal. 

Northwestern University's Conflict Simula- 
tion Boardgame Club extends an invitation to all 
college age and adult wargamers to attend its 
meetings every Friday and Saturday. Contact 
Fred Meccia for more details (312-679-4917). 

To guarantee capturing 3 Royal heirs in 
Contest No. 78. you also had to guarantee that 
two things happen: 

1, You move first. Not knowing what the 
other players hold or what Event Cards are 
drawn, you may not be able to capture three 
Royal heirs if you don't move first. 

2. You set up your faction so that no matter 
what Event card you draw during the Event 
phase; your nobles will be in position to capture 
3 Royal heirs, one of which must be Lancastrian. 

There are several possible solutions to the 
contest. They fall within two basic frameworks 
with slight variations. 
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All solutions must contain the following 
move: The Marshal must be sent to Chancery. If 
a noble awarded the Marshal is sent to Bodwin, 
the other three nobles must each capture one 
Royal heir and no one noble can be made strong 
enough to capture a Lancastrian by himself. The 
Chancellor cannot be sent to Chancery because 
only with the Chancellor are you guaranteed to 
move first. 

It is suggested that to test these two 
solutions against your solution, remove all 23 
"Raid and Revolt" cards and draw all cards with 
each set-up. You will note that no matter what 
Event card is drawn for the two solutions, the 
captures can be made. Note: Because of the 
Archbishop of York, the city of York, is friendly. 
Hence Richard of York can be captured by any 
noble able to reach the city. George of Clarence 
is in the open town of Cardigan and can be 
captured by any noble able to reach that square. 

Solution #1 

Neville Mowbray Grey Herbert 

Earl of 
Essex 

ON-. •■ Chancellor of Chancellor of 

England; or England, or Chancellor of 

Treasurer of Treasurer of Lancaster 

England England 

Mercenary Burgundian 

crossbowman 
or 

Flemish 
crossbowman 

Raby or Castle Rising 

Richmond or 

Framlirtgham Rockingham 

Archbishop of York to anyone 
One mercenary to anyone, 

1. Neville always captures Richard of York. 

2 Herbert always captures George of Clarence. 

3. Grey and Mowbray capture either Margaret or Edward of 

Lancaster depending upon the Event Card drawn. 


Solution #2 


Mowbray 


Grey 

Earl of 
Essex 


Chancellor of Chancellor of Chancellor 


England or Lancaster 

Treasurer of 

England 

Archbishop 
of York 


Herbert 

Earl of 
Essex 

Chancellor 


Warwick 


Denbigh 


of England of England 

or Treasurer or Treasurer 
of England of England 


Rockingham 


Either Grey or Herbert is awarded Earl of Essex 
and one of the two England offices. It is preferred 
to award them to Herbert as it leaves Grey free to 
capture Richard of York, who is more powerful 
than George of Clarence. 
One mercenary must go to either Neville or Grey 
or Herbert (whoever gets the title). The other 
mercenary may go to anyone. 

1. Grey always captures Richard of York or 
Herbert always captures George of Clarence 
depending upon who is not given the title. 

2. If the Earl of Essex is moved by Event card to 
Colchester, he combines with Neville to capture 
Margaret at Fotheringhay, and Mowbray cap- 
tures Edward of March. 

3. If Mowbray is moved by Event Card, he 
combines with Neville to capture either Edward 
of Lancaster or Margaret of Anjou depending 
upon his destination. Grey captures Richard of 
York and Herbert captures George of Clarence. 

4. If Neville is summoned to Raby, as Archbish- 
op of York he goes to York instead, and combines 
with Mowbray to capture Edward of Lancaster. 
Grey and Herbert capture Richard and George, 
respectively. 
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OPPONENTS WANTED 


OPPONENTS WANTED 


OPPONENTS WANTED 


College siudem need i AK HH. DD Fe"4& 

GcB.Jm. Mill. 1914, Put 1776, Grad. JR. Wat 
siuad. tuft An/in, fail plaser 1 Vance Kilgure, 
PI) Hois 4HI. Roheiisdalc. AC 16567 147-5445 
luvcaloosa sai'iniiv Maiure adult in opponents 
warned JR, F-r-40, I7JS, and Rim Carnal B^^ 
[>asidson r PO Boa MM. lwil.wu.AI ;54|ij. 

Amiiiedof*,nniriyjjlliheiimcwi|hfii-cnd W 1 i 
Need new opponents Pbm JR. lit- RrW. Pun 
AK. prompt reply Jesse Misjgan, 1124.1 Mt 
Vermin Rd . Auburn. CAjjgjjMj-ljM 

Warned venous wargamers will plas I'jn, Pa.nl d 
01 sour game, name it Phm, pbp. ill V.alrc7 

Cullop. T.lJNewrialJ, faurlinaanic. CA941IHJ, 141- 

67&i 

(■en GoUlmi'i Recon bUi u loctu any dub in 
the hhwpcrt-Hm area Hui then musi he 
somewhere lewi. Goldberg!. 2J.lt. Eldrn. Ciala 

Mesa, ( a v:fr:M.'i-:^^ 

l>espera!e i MM phm M 111 opponent* to ASY 
(a™ Willing lo karri games Have ran sis 
enper . Ear plavcr John Stafford 121 1 1 Beamce 
St. Culver Cilv. LA VAL'30. |2I3| 39l).l u 3fc. 
I speii gamer wi.hes I if H„ss {.'amp arid .., HjiI 

Baron Pka«e Mil alter J <u r m. t knot* bn t» 
play Pan.Gard. PanLd. BB. Alt, Awio. Ua H 
l H t .gh. K74H Great Qak w«y. Lair Oak*. CA 

Anv hods iHetrtttd m pl.iu-irsiing Se* wargames 
r™ dnigmd Are welcome during weekends ("all 

lor more info Sieve Slumi. 722 >i Catch Si . 

Inglewond. (A 90301. 674,4120 

I'M opponents wanted lor college student Will 
piay?-R. 1776. War. and others Inns strop*. 5bS? 
State Inn Dr. lo. Alamitui Hall, kin 242A, 

I ong Peach. f.\ 9Q«|5. 4XH-?IM 

Adull player, rated 1500 wishes AREA oppa 
nenls Ir.r pbm Pan, Pantd. Rahert Wen liYU 

v : iM....i. -h. [.is ^n^fL'v<-A^xj;vj<:ii-si.r4 

Adull gainer 25 <tnm> III opponent in 'BB, Blur 

FtSi.Mld.Pia.WSAIM w,ii P hm hut doni have 
lui. inil «n tpln coat Stephen Woody, 21IS 1 - 
B«rty Avfc. Lm Angeles, CA W02S. I2IJI Wl- 

234* 

HI AK, CiiarJ, .^:H : Pm] ( | Hn„(.*mp. ptmAX 
Imr AIIkvI. Ku^i Camp t me (icrmanp. Iia»c munv 
HfaCfl JK, IT'*, R* I ull. Pan. M>, fnh Warn 


Mid. wniraii Stnd SA5E aniJ oiler \h,b ntftJ 
phm lor SSI and Pan hrf f..r |0. AH .jarnnv* 
RmhU An jun. J351 CthOMM Dr.. San 
femrm. CAWfiW, ?Bi-QTqJ 

llH 1IJ1I I ill Mill plaiel »anls phm ph-p [ur KM. 

IT76, JR. WSJtlM, AlWodten IT you're »illmg 

li> (ekraie and help a ^rer nJiurn plcJ« ie\pnr«l 
Jimr» F-iIe. VH <. "haltmloni «. San Diefa, (A 

?:»w. :v'-4^ 

AKIAphm HIli,. Wji \r. I j.-. kiur \nj-m li I 
ibove plrj* I9I4, (acv Leg. hr'Al), -Qn4 Ru*4 
(.amp, BB. I ulr. V.'S4IM NMd reluMe |* liven 
who reply pnnnprlj led ThnTnpipn. 5"^;* Halo 
St. 'lit. Sin [>ica..i, (A -JJIIS, 'HMtjZJ. 
Jfrlllhetiasl San.K.ve 1* arpjimer-, Club We have 
game: I r- rn antieni dan lo ■■i.icr space, altu 
lauuii Mom info Call Uaiid Vnmiov ai »J- 
<9r« Joseph Linton. |X7G Si ADdrgwi PL, San 

lose, r \-jM.i;. zw^zxi 

Averaje punei need* opponuni dnp. ra Pan, 

PanLd. L.Ull. Mid. -ill kraira Othtn Any dohj in 
South Bay? Jim Miller, HOI Merrill Si .TtHT.CA 

^)Si.' ; |JM> i4D- 1 41 4 

Are Ihftr ani dev-cm Alnk.i Kiirpi phm'erv iiul 
llMK? Enher side aecrpiahlc AREA rated would 
be prelerabLe Sieve n Uijunn, U26 W MA P| , 

liurance. CA WJOI 

Clur.l.wnima,n\„Mh!;.|i r ,. U rL ? r«,p.,n, f rM,( 


Pant.d pSrn Ii4 iclie: fcplay in (irncral or i>lhei 
roiei/ine Jeflrck Piul Jonei. US Carninn 
PjMriaaL, ViHa. CA 920tv.-. p!4) flb-hbiA. 
hnrrrting CI waigjme club, lo meei on rcjiulai 
lUiib lmiinlh.lv Knil-aysl An> ulher lueal eluhs 
Mil [hcie'' II inr.err-,!rd mail sianir-rd tell ail- 
dniied emelnpc Jell CotBftt, II K.iheii rVoM 

1)1.. Shelum. i \ DMH. .;!■■, m:-..^- |J ■ 

IJrvirr 111 op pv.i ner r v for SS I. \v',i. Caevir and 
1914. YihTII ha>e lo »uprylv inc. [1,4 game. 
Kenneih W Ruik;. e. Mudo»br«>k Rd . W. 

Hanltifd. tT OnlOT. gj|-2*lgj 

I7yr £.« Manls pUverv |,ir |> jr hr-uj.Jul. Lull. 
Mid. Orlf, RW. IT7tr. 'Grad. 1R Bill/. Ill rmlv. 
Si cm i L.rthand IUI T (in.-lyfi Rd Wilm . lit-: 

I9W).! L 478-TIWj. 

Aii> andalleamenmh'i.'Wali»nFElin»rc4plcaK 
lei me knciw wbCTC rod an (MM (roil Jaymafil. M. 
Mamn -EUiiaiiw. - CoiU, 30¥ Cherokee Rd.. 
Eajim AfB. ft 3JS42. HI-WK, 
Ofllj- have one upp . need trial tier AReA raled 
I2DD pbur Can find M mir in area lo play 
again.i. Brad Acker, '15 Marlnwe Ave Ilrland.i, 

H JZWQS). K>I-IMK5 

AKf A filed adull plaver devirts III unnied add 

laicd games h any tevtUa ^B. Mid. Pan. PanLd. 
Cnd. IP. Wat. TRC. Al«ia. Dtp. and KM Uj 
Waller Ashe. lUH TaatleWlMd [)r , Penutola. FL 

12M)1, 41K-H44^ 

Warned Wargamcn al Univcruli nl Tampa. I 

through i he doimi Chris Tavltti. 1.1 ,-i lamps. 
401 <*- Kenned; Bkd . li.-v SHI 24 McKcaj Hall| 

lampj. H Hour.. 

IW .ildlnnairif f,vrlilmSS;r Panld (R.filtU. 
and lob I'll learn youll BetUI loan iveiage 
plivcr. and inteirired in blind KncppKl Kale 
N'tiWf, 1414 lallahaviee Ur . larpon. Ft JM8fr. 

9J4-OW.2 

Pbm AREA iwrj Bin; tourata all opuom Aa» 

lourrwy all .= i ■ - ■■■■.-, Lull. -\u- ■■,: Pant.d. 

Macro AK. DO, new rule.. [ have kiu [oi ill 
Sames [lave (iardnei lift Smyr Pdr Spgi Rd , 

Maiietta. CA IDOoO. l4U4,41j-U;g. 

Waned. ARKA playei l.ir WAT phm only. Not 
espeii.enuerJ | eormrd SeilHJI. I J2U All Mahimoc 

Si, Hnnolulu. HI vwn^ 

14 j-* <,ld need* iH'.jppniieriLvliir .<«. %V*i. Run 
CaJDJ>,Gf*d, Alex Anydubiin Pearl Lily area? 
Willing lo learn o(her) Blare Yohaia. t3II 
Hnokle Si . Pearl (.'irs. HI 9r.7S;2. 455-^77.1 
29 >■( old wanis marure upp Sr Idaho ARIA 
rated Jim Bolton where are you? Jnhn D. Hlic 

400 Bullerlry Ur . l-j hills. Hi ftJ40|. (20*1 

iefri.lK 

Wanted. opp..iiicln> li>, phm Mid Am 14 Mot 
AREA riled. bl» loon will &r. Kti\ mifirncib in 
tdahq t-alli? Pleax contact Rishaid Redly. J06T 
limUtiim Car Idaho halls. IHBJWI. »'-u04i 
Ne* Sesv AREA rated I 200 til ai phm AK. Am. 
t3[l, Pan. Panld. 177* RW. SST learning 
WS4IM, CI Um, RJC Vernon H Long. Jr . 
Star Rl Bon 1.10 Poealfllo, ») KJJOt. IlJ,-1nW j ) 


Nesviilaica. Veedltlupp Have niosl A H games 
WiLhnglo learn ,nhen Tom l.ubetk. 707 W Flm, 

gtogrotngoo) II dl'tn. h;t kt 

AREA 1200 will phm MD sns side All AHEA 
leiiersinvvseied I ha.e J phm Ivii Will III AREA 
orn.,1 JohnR Uttm,4M7S la I rl, eld. Chicago, 

II ntHSs;. \\\lj K47-folU 

APIA WW lerran C .immansler looking I,.. 

A.rchid cortiple* in phm siai-hip liooper* "seed 
goiid phm lor m^ns f;j.mc« .in h^nd Have kits lm 
Pan and BliU Michael P Mini Ht 4. Ekis 17, 

IdwariJuLlle.ll hJD.'S. IHH) JHK-tflP. 


fJU, K;irr,eshLijj. 


Ss,,,m,„ ( 

■ ! '■.■... h 


-: vl 

W Kit. I mi 

Pan Pan 

Id ftw 

WAS \*',ll 

trvaaa 

-nn»k,i W,ll 

hut IE It, 

lollUVIcd 

Am leairn 


Chti> Bma, 

RR 1. Ellen Oak- 

I.Ci.nj || 

N.-l '■ 

, Jw-iiiTs. 

Clpporvn 

1 needed 

1oi phm 

VV.ll 

1, til t.,jj 

prtl«;j,,+>L 

I 12-20 

Phm. php. 

dl ai 

iv otrict A>l 


al 1 0*. 

Hot. Mittajt, Jr 

, 222* Park 

Ave N 

Rj if rMd ( 

. II r-OVWv. 

■"-■' 

U7-4I.W 


Wailed phm nppDMlkU r,ir W ,i and (irad Han 
900 AKEA tatingand will play raled in unrated 
maiehei Al! lellcrs answered Rich So Itr. ou si i , 
SK» S SpnwH.Oal, Ijsvn. II MMS3. ,.U2| 4?J. 

22tj3 

Ebiion Von fofltieft lliet ajuin! Ready todeairoy 
any grrer pilo n RW, pjni.j. .1R sieve 

loniith. 4t]KK SURrtilinC »i). OftrtWood, IN 

4*142. HNI-7?44 " 


Cm I lege plajei 
APIA phayeis, 


r-.js 


*ants phm mpponenls in Pan 
4. IS. \-r. and 2(1 Would like 
h.iuevei will play ethers. Jim 
in Api B2. MuiKjir. IN JiWJ 


IPanandPanld 
Httvia nla«vf Kim Meador. 103 Pin Oak fi . 

\ohle.vill;. IS 4*t»N). Ql->i ?7.UH^ 

lUrvsa. area U( phm 1 aclis'ians Pan. Panl d. I. lift, 
BK. Crad. RW, above a>cragc player dnpaftut) 
needs npnuncnt timothy Allan Whucumh. 
HII.V-; Kenlucky. t^wrent-r. KS tMV;H4. KIJ^IUH 
I'nhearen tEnun Nainiria will ill 1R. Blirr. 
WAS, '(irad, nbmLi/phpv;rad,l>Ci|oi-any|hinj 
elK you *iih to he hen a! Will play a,nyr>ne<wiH 

ItaVel ^UOmLlcsl.iragoodgiOTiel SLe>C-Slapk|on, 

Bli^ W. Stitileiic. KS 6787?, (Mm 
SWaje I 7 p old t1la>er win Kill in AIW. RV. 
AK. bB. ton. mulli player JR. Russ Camp, I r'4U. 
Pan. any clubs in Otis area'' Mile Crew. Jttn 


Camp Haic goiHj svslem bejiinnei lo phm hui nm 
tri RC AREA IS0O. Prank Mar», I IIXI AmhrittHt 
Dr., Lmjiiville. KS 4IIJ37. j W| ggg-gj B^ 

FTyr old.new In town inutu Mwpfcm *B, Blitz. 
Mid. AK.Chafi 7*. RW.Puv Kneg. JR.l.tifini 
5ST AREAII5J Any dun* in USNA vwiniiv* 
Paul Owen. 40 Rodaerr, Rd.. Annapolis. MC> 

21W2. >t4t-M.a 

The RandalMowii Wjigjjming (,'luh merls altei 
Hhnol ai RandallMnwn Senior High Serum Eur 
intormalion call Joshua Onllenman, MC.S Jan- 
brook Kd . k.-i:J.i:!vi HD2{J33 P EJ9I>4SS- 

?7J! 

1 m olJ average lo S o..J plave<w!.he. it! .iR. 
ITTiV WSAIM, TRC. Kr.-HJ, Pan. PtoLd. RW. 
Caesar. Ton. more Any elLtPr, in area" bnan 
berrurd. ItlSO Wmiersreen len . Rmtkville. Ml> 
201150. fJHIl) 424-3B5J- 

TWj — 


aiedpliyeisiivaniedintK meiioarea I 
am rated Will plav AK. BjHlX, DD. Mid. lac 
FfaB. Wai Bill DDbEOfi. 6MJ Penn Awr.Api 
Jlit, Smiland, Ml) lt»:n. TJe-ooh; 


12 ft old novice wishes to phm I ull \ho III 
PnU, I ull. F(W. WAS Very limited I ravelling 
raTige \ol ARF^A raled Will learn inh(t 

war(|ame> Patrick Jonke. po Bt>» S*2 Sharon 

1 11 , tiJen l.m Sill ? HI'-. -;^._Hlfit] 

h-rom Ong 71! I hnog E 4 c(.f M, Mid. ITTfc. 
Sla-rship, PnnBlitf. Er'4l} ^v]uad Idr. pbm. III. 
php I 13 even pJai Speed Circuit. Rail Huron [Bim 
Can) AUrt Cruras. ,174 Highland Si , p7tMl» 

hrid^c. MA DI-.4. idTi .'M-'hM 

IH ir old HLi.hev t.i phm Pjn Onl. King. AIW'oi 
Om Atieniwn Sirshp Trprs Hnn (iartia 1000 
Cleilhaven. Silver !•, ... Ml ■ >»i«< 
Phm Sit - 


MtH iniwappmn'. 1 I uillecl ihem 
Will also phm AKss new rulcnnV.,1 14. Dt Ht) 
AKh.A parties All JclEers artswefCd. Wayne Rite, 
4Qft LoVell SL, Warcctler. MA 0I6O2. 7*4-H.Ml 
PbmAHclaiiitb.AK.(ieti,Cirid. Wat, also lillot 
man any war-game wiih opponcniv over IH. Will 
answer all coolatda James Cieilafc . 4JM Kone 

[K-arhoir. M t -ISUh. ill »} ^2-^f.HJ 

Saginaw gamerv nheie aie ..ni' 1 Seed rrr .ippo- 
nrm; ir lac Pan. W'liAlM. I ■[ : Am nonee no 
expertv! Am 15. hut caneasilj milch adull novice 
torn Culler. 1071 Sue St.. Sag.naw. Ml JHNJli, 

Jj|?l JBI-*JUQ. 

vsjhled adult Lipponenl tin WSilMand tie1l" r; 
Have AREA ranngol JrlDh-1010 Will play rated 
game it jon warn to Kenneth hrednta. J20C Red 
Uak Dr.. Moundsviesv. MN ■>> I j, 7>U-UtnK 
Warned Tit RW, Rjss Camp, PanLd Pan. BB 
WS4IM. liouper), AJW, Xob. oihen. Maybe 
pbm Pan. Lull Alio alay-by-Cfialliamfi llave 
Sandbern. RR fll.Ormibv, MM JolcJ, I507| .15 J. 

IW 

ii yr old adult player seeks frl adult apponrni in 
any hoard game. Anv rlubs in Rochester aiea 1 ' 
Roy I. finite, im nth Ave. SW. Hochettei 

MWaWL 2SB-I609 

AIvEA dbsMWW) Will play phm Pan, lull ur I'll 
lioiher AH games AmJIyrc Local gamers php 
also Gcurae Skinner. 445 Vixen Rd., Wajynta, 

MH J5.^l,(*l2i»7Mioi. 

vsell folks Cm t>iv:k - Willing to plai AH pbm. php 
Pr Run. Camp. Er'40, Lufl, 3R alw, Tim Pool. 
Ill*40lndiini. Kansas Cily. MS MI.17. 7B.V2IW 
Would like lo gel mulli-piayrr phm iR jjong IT 
intercsied send iavonte country and scenario lo 
play Any gamers in aiea' 1 Troy Snyder, 1 ot 14. 

(.recti Terrace, Kirk>wille MO'ftJMI 

lis penencrj gamer is inenpericnccd at phm 

Anno If ynu don'i mind explaining ihc phm 
ihctis. I'll do my hest to bcal you, Kerry 
Walchove, 60T Mot-.k Une. Si Jt^ef-h, MO 

fJ4XH.iBI»i 232-1261! 

Looking (or victims in St l.ouisarea whoatc nol 
alraid lo low. El! AK. Ate***, Russ Camp A 
ll hen IS. 1. your lining ridel Bill Abodi. ' '■■" 
Pershinj, St Louis. MO 6.3130, (3i4| 8n.l-tK?7 
Wanted phm upporieni; n Pan A REA raied t>n\)t 
Am rticd *1200 WtU faWIHrj •hd ■■! «™«n 
oppnncnts fton 0*eni. 404 Hsvy I7N. Waynci- 

vilJe, MO fc5 5B 3 . [114) 774-J4MJ, 

Beginner o( t4 warns lit rTpporicril i. Slantnp 
Tronpen Willing to learn all other AH games 
William Wition, 2207 Gregory ttvd , Gulfpon. 
MS jgSQI, nW-JST. 


Wai 

lied til 

oppont 

oil In 

Kearney area 

ri... 



billing 


ntlieis Rev G 


Knb 

mer. P 

Bo^7; 

. Eddy 

nlle. NherHH.14. 

BSV 

1*1 j 

i 





Aim 

r 12 V. 

ilsriki 

aduli i 

njjpnwn rerur 

115 III 

play 


Hemic 

■■an Will Inn) 


|<ani 

w Asen 

ijw flla> 

ei Llai 

.■id \k Purcell 

ji; 

vsMnning, K, 

.• -■ ■ ; 

ui r WV H*MMI5, »UI97 


i>Ed plaier reifuesls Reno. 

Sparks MV opponenu I'lay lor fun. not blood 
Call durifig the das ilier II A.M John I Scotl 
2244tj [M nbr.ie£n *i4ZSpatka. NVW43J. H*- 

l>J72. 

Rapidly groumu ^H phm Icjjjiic 25 member*, 
own Vine, mp games. Send SAME lor mlm and 
same copy u! I he Huirard'i Breath, League 'line 
Mark Mairm-hak- Hmmati Boa 3224, Danmuuih 

Coftag. H4no>yr. WH03TM 

Warned opp.mrntv ror HI' Pan. PanLd. JR, M,J 
Wavnel lltlie. I'd. BOX I.". Keenc. NH D344I , 

iotj.il HjjOjj 

looking I, ii Til" phm lor Jul lull. Mid. IR. Kin. 
PanLd. WAS Imh. AIW Uemrge atBcJc, I2X N 
Pasme Ate . Chalham. SJ 0T92S. nl5-V127 
Adull ARL-A phm named 


I2| toajuB Cane, ■ 


Is theie jJlvlwdV I 

I ull. PanLd, WS&IM 

It 70. Would like lo 


fttt. !oh Rol 

1 Hill. \\ I l-KI h 


n Ihr 
iZeil. 


25 Hullonsvood. tit 


,,~ ,|- ,;, , -), ...-.j s.^-i 


Wanted phm WAS l)i»n - i have .vstem but will 
use ytiin-i I'm IJ yrs old Charles Ciccone. Si 
Ramsey Ast . Kcanthirig. SJ 1)77 34. 7K7-I412. 


AK. Pm, ( 
Sioekion Si 
jnjjQ, 


high school player i 

ad. Kuw.. Camp. 1'im Byrne, 55 

PnnLeion. SJ m-Ijh [n09| C- 


d (If pbm opnonenls Tor Pan. PanLd 
AREA rated I200> prckrted My ARfcA JJ2« 

I'm 17 vn. old. John Sgrdo, 52 [hilan SI.. 

SavifMlle. SJ t>w.K72. :i44jj-7s 

ARIA phm i-ompeiinon warned lor Russ. Camp 
AK. Hlir;. IH) C77], WS£I Ml prefer tu play Anis 
in Russ Campl Alio need hack issue .if Gen 
Mare Dultz,2la-t}7 6ehll Ave , Ravside. N¥ I I3W. 

iM2i4:h-:mjj 

Adull (umer. 2*. », L n1- iil'.ipponeni. m S.ijl-um 
area Have WSJtIM, Pan. 3B, Anno Ifipi. Kina. 
Am willing io nfaq »thrrs Don Harringnm. 303 
>.SV l.m.'l.t'l^MK^-imM 


Marshall Bird" 
Phm AK rind 


will blunlans 

Lorrin Bird. rtX Wellinglm 
SV IKK).', I)l(,|4i:-m7 


Any wargamc t-luh. intlrange 1'ounly i 

hots jo pny (2 AH aam«s Miknlm One*. 151 

tiiand St.. Uo-hen. SV HW24. |"j|4| »4-577t.. 
flpp wanted l.ir I'an. I'anld. .'R. Ong. |77o.tJul. 
Slar. King, lob Ales. W'SilM. bill/ 111 r>pp 
must be under 17 [bae 5 yr experience! Brad 
MeSelten. I Jonuudl lane. Kings Park. NY 
ITW.iilhi J65-ja|i 


Pbm oppnnen 
Iniirnamem. tn 
far fun Ron 
t ivernool, Ml 

is warned BB. DO. ft! play 
lleomplere all gomes unrated plai 

Riih. 7379 Cedar Poh Rd . 


P*nEd. loll. KW. 1R. Russ 


c iim P . lob. s H d i di, Aiw r.T. 15 AREA " 

720 AA, AREA raled games only, will aitiwt 
Idlers. MarLCarrall. 27 Reynolds Rd. Shareh 
H71is> L i5lir f | 744-MW3 


Ell opponents wanted lor: Run tump. (irad. 
AK W75AIM, Anno, Pan. PanLd. lob, So. Ldr 
Have club il imerested AREA raied Walter 
Green. I ide Ciinn. Wadmt Biver, SV 1 I7v2. 

Aihiung! Admiral Rich ehallengn all! t-teelio- 
Search lull scale Jutland, 111 JR. AIW, TRC. Mid. 
Panlai. 1 ob. RB. Dl). l-r/40. lend phnne numbers. 
Stephen Rich. PO Bars 21. Pmsbuui. N( 2711 " 


(Joe Pasa'' Where arc all ihe wargamen 
compel H ran in any wargame 1 have 
jartscs Sieve Lohf, US Fairfield Pike, 
11H 45_1^4, MIV4-707? 

.'1 need ftr 
fflon AH 


I >r'eniri:- in phm Dip, Blind Pan. Surshp and 
enhen. AREA ralrdildnired Send SASE Itsrfrce 
sample ol m. Vine Sieve Heinosvskt. 1630 W3«. 
Lorain. OH 44032 


1 Pet J 

OppOMni 

: pbm php <■! 

III 1 

Imm 

J Lull. Mid. 

1776. 

'<Jfad. t 

tc, JR. and 



AK. Pan. 

Pnnlv 

.Waral 

Sea. Lnc Lb 

irurcr 

. 5.1f 

W Maple. 

% Cai 

iton. OH 44720, 499- 

1410 




Fll opponenli wanted lor moil AH jjami 
prelerahly 1776. JR. Pan. PanlJ. 1 RC. WS4IM. 
Mid If AREA raled. so much the better Contact 
Marc I) Hanna. 20K5 Slme Kd . PO But Ml, 

Penmyula, OH 44264. <2lc) o57:B3fe 


Ell a 


. All g 


123 Coumy I 
S019. 


S.n-li J ■■ i,... t H.:..|iu.-|i.i (ipporj.-.Tiv u.l^LCd fur 't I 

wi.ih-in.in hour ol laTMOA, OK. Have old lavonles 
indnewgames A REAal your oplion CPTIanl. 
Straus. EAOAC2-77.0IT. Slu. Bn. t Fl. Sill. OK 
73503. (41UI 35 I^HHSI 


htf old classics. TRC 

novice tn Gragnards Am 

Uriel John Mieha!;ki 

113 NESisihSt Moore. 

OK 71164) 



Lull. 3R, Mid. I r 4tl Any cluhs in hasl Purlland'' 
Kris Barren. IS7H S E. Divr*Hnt, Por L larid OR 

n-.Mt, .sin, ■,-i|.^,:.> 

General Von FhThhTn wTil hiaTi .ins oppc.nmi oU| 
ol Europe fll in Ik. t),pl. WAS. 1914. RW, 

icmpied'' t .MstiJ kilt all Lome,, DoMric Edward 

lamhen. |7f,5 Arllial Wis, Salem, OR «7HJ2 

3&2-3SIP 

Warned El! piavers tor Alionnj Cluh All AH 
wargjmesarid inhers Mark Righlnour. 1315 I2ih 
a, Altuona. PA PO Bin 9721. lisMI3.IM4)<Ml- 

OWt 

AREA rating plave! seeks mpp.nient phm or HI in 
An/io. RW. 1776, Ruv, Camp. Tob. pajiLd. 
Startrp, KM Am average H..h PiviH. 1419 
W'elvh Rd.. Hunnngdon VaUny. I'A iWOo.i^lSl 

WI-7-4TK) 

ARE*. IntJHplaverw^he.ARI A 1 4t» p la ye r 1 of 
Geiman vide in a rated pbm fame ol BB or DO 
Will promptly answer all replies lye^n O'bnen. 
117 Pmn WoikIi Or .Irwin PA ISsW. (41 J) 747- 

.'794 

Hair AK. Ales. An/m. BB.lir>. Ir 441 r Gen. 1 nil. 
Mid, Pan Pml d IH. Wal Will play any olher 
phm all Bjmes l.sc Kuhulnick', . X Penn High f k 

Rd , Jeanneiie, PA ljio44. <31 >-11 

Ell or phm for Ales. l77n"«j'so Teach.! »ilh 
patience hir iR Pjjh at C a Any clut» here'' Re/a 
limad-Bcifh. UN Buckingham Rd . I'ltlshurgh. 
PA l?2li. 1412; 7jt|-UMri 
Help" Seed 


PanLd, 


-XvEiiigi .iduli plaver sects 

ft! in lutt. 

RW. 

Pan 

BI: 

.[j, will phm labl iwm Bill barker. 

PSC Bo\ 

3213, I^AhH, SO 57706. 




At 

crag.- pmcr seek? adult 

malure fll 

.ippunciiK 


AK. P^.r.. paYflLd, Tob. 

WAS or 


AH 

P 

mes Michael D'Andri 

:t. 12b 1 

Jaive 

Or.. 







vg 23 vi old warTis fil in BB Cieet.. I uh. Pan. 
Pan I d IR. RC Prrler uciical level camhar lyni 
Ihete anyone in Austin who's game'' Hcih I an. 
20tl2 B Sharon In, Austift. TX 7170.1. t5l2»47o. 

4278. 


Mte i iici ikvJ ■.-•i-viieiiLC II. ne 

1 ..is. is VS. 

Siawalu|) 1 roopen Also need [ipr. d 

id adviec on 

computerized gaming PHM or fit as 

IpfHtrprialf 



TB7JJ, y26-7g2f, 



pbm only hir HI,,/ ur Kr.e^ Begin 
AKEA ruling ol 600 V.iu pick bide Basic rules, 
[lave largosky. 14013 Kathleen l>r . Hruokpark. 

(IH 44142, s7h.-Hi.s9 

Nc AREA ncivTisiry .lijthtlt typeneneed KM, 
pbm php Jeffrey V. rloon. 47j S. Summit *9b. 

B «.. OH 4.1402.1419) 3JM2I" 

Oame junkie new iv St Ohm. Prefer ftl bul will 
alto snauker you phm Must AH games Will 
travel AREA uplional. Will answer all replies. 
Jim Rar.ck.rtl2 Highland, Cambridge OH41725. 

16141419-529(1 

Help' -"ii'i honk.-,! in, Vi .ir^.mres Seed n lm hadts 
Elf phm pbp any AH ejnves All letters orcalti 
answered Ko AREA rating Robert l^h. 325 2) 
St. N.W . Canion. OH 445W, 4jMt|4ei. 
Willing I" Pla> ail games. Over ,g yrl . ,^\ y | 
prefer playing uldej AH games.. Encndly ilmi's- 
phcrc. Nodonrdiecompclition sjinoOra/i.4BI)3 
Cleveland Ave , N W B20. Canton. OH 447CN 

4W-I413 

Need III, pbm Lull. PanLd I am 12, bin smart I 
hive aocH VBRTJ ImlecumpeEiiiun. hut beware! I 
am good Jloriald WftCjdlaOttM, Jl« Sjcamnre 
Rd. Llescland Hti. OH 44I.K. I2IM 112-9J92 
Reasonahlv hiuid player Jetks opponent (ur AK, 
DO. 1776, Wat, Blur. WS4IM, ftuu Camp 
Prelrr tlf hut will try pbm Jai Chandraiekhar H 
253HI3erhyshireRd. Clcse His OH 44|[H, 121 

9jn; 


Ell npponenis warned lot AK. Ktieg. loll. Mid, 
Ong. 3R. Pan I am 16 and vt-nuld like lo gam 
experience Oan.el Lttandson. in^GuHCOJtriSl . 
College sut i on, l\ 77H40, MMjjgg. 
1 2 yr i'ld beginner Mantsinphm Kfieg Willnijrio 

get slaughtered lo learn. Jell Durham. fi504 
Landatc Or . hi. Wonh. IX T6I34, ^.'-39K9 
Art! A 1200 play«r wants phm Alw. I'anld 
Rusi (amp. I reopen, Blitz. Dl). lull. WAS 
Have pbm sheets and systems lor mans AH 
games William lsun, 225 Alliimira Ave . Cedar 

■ =■ -. . I I -■! "-i. •'■' - 'i : -i.'- 

Any w-argitmers in SI t . Murrui irea ' I want lit 
romp Play nsfl war gamey John Merrill. I** 

Lindon Way Murray. I I H4JII7. 2oM>42g. 
Wflnied pbm ftf opponent- Am ARTA l2U0. 
Pbm io Pan. An/in. Panl A, AK. Mid. HI SST. 
WSAIM. Kmgmkr, WAS. Tob, JR. RW Aksia 
andolhers Don Uucirea, J775S. JI00 Ea.sl.Sall 
lake City. LI W4HJ9. :-K-KM9 


> iii uhv adull gam 


;c lor 111 


Menard 

4'2f. 


e Ave.. AlcsilldlLi, VA 


ti-playc' Jtamesall puhli.h- 

iiuig;? Uny Fnrdtt. 102 w 


22.301. (70*1 ttJ- 


Tssogood wargamers need worlhj opponents lar 
III Ha.e AK.DI). Lull. PanLd. wdl kam others 
Would like to jinn club Chrn Simpson. 2KB 
Chtlds lane Alen. VA 2ZWH. 360-6130 

S l l m-A r ■CAphr I ,,Jo l E^hr■^s l „,RB,l-r'4^^.b l llh 
Gem. Cirad, Aki. Play lor lun, noi hlorsd or while 
flags! Have several other ntlcs and am llembbe as 
to game and side Roger •.■■rd. 1354 Woodhum 
ltd. -Minadak. ' A 22HM. I'n.'l ^l-toM 


til ■.ipp.-iiiiit wanted lor AK, Alex. Mid, |77rj. 
tJtaKl. Am good player Jsoben Wilson. Jinn 5.34. 
Richlands, VA 24641 963-H909 

t.moiing lot play-en for pbm 


h .■.-.:■! Heinze. 6 Em 

33223. 7)743275. 

Help" *veed pbrn. php or III opporttm> and or 
eitib oppurtunity lot PanLd. 3R. Lull Mid. 
Arv/io. IRC Will navel hliiburgh noi lhai lar 
>«]]. David A. Sinay. I6J2 Otlahunl Or. 
Eairmonl. WV 2b554. (3041 1634W4J. 


v\-y 

1200 wants ruled. 

urn 

1200- Pa 

n phm You 

wenar 

it. and me side nr 

1 hi 

ea| 6 or 

* Youpick 

»de- f 

Use non-rated S( 

I'd 

Jahp G 

■ilfin. °f. W 

Han-.p 

.hire. Piedmont, 

WV jffJM 



Phm opponcntt w#r.(ed for AK. Pan. Blitz. DO, 
Mid.tirad AREA rated Interested in playing )R 
phm An rood v have a good svslem"' Answer all 
letters Scott Page!. 5127 W. Goodrich La , Brown 

Dew. Wl 53223. 3S4-4.W3 

AR FA ruled phm .lpp.-„r^c^ n..,ned tor BR. 1 ull, 
,in.l tS,;r<l Am li.i.kmy. lor opponents raled al least 

1200 All letters answered Sam Goehnng. Rt r,. 

Bos J22. lUyward. WJ \4Ki\. |7I,5) t-.U-KSIft 
Wish In phm, Par.. Its. P,n. P*nlJ. DO. Er4fl. 

RW, AIW. Mid. KM m Milwaukee area Any 
clubs in Milwaukee? Have applied lor. AREA 
ralihg Ruben J Ceiario. BJ2S W Congress. Apt 
b. Mil^auLe,'. vsl 51 .MV I J 1 1 ) 4M -iMCli 
Adu.li uishesphm AREA AK. Russ 
or Pan Alt letters answered Bill Frank 
Hiakah llr Racine Wl 53402. (414) f.39-jtl33 
Racine Wargamers where me yuu? 15yr aid u-,; 
play III in Lull. Midi. Pan. PanLd. 3R and olhen 
WilSina to learn new game. Pele White. 10 
How land Ave , Ratine. Wl 53404. 037-4690 
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We bvve Jfit gamers who meet weei.lv f« ft! ttlak 

V.wpWrywckomc All games. I'hone 971 -*X)2I1 
Rill Sionc i o Earth Shoe. Springfield Mall. 

Spnnglicld. V " " 
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seeks III nppon 
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.ur. 

r A 
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VCI 
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Ku 

i wd.1 he soon 
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3?0 
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, Inmwatn. vi A u "5l.l2 

HJ0t764 


AK Ak, 

RB.Gi-11 lul 
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Mi 
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i, Par 
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PC 



V lac. WuL J 
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ahov 

rain; 

IH 

M 

ephi 


■hmilr.dl, MH 

bail 
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SL. Ii 

jmwi 

Her, 
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\ -|\>l 

1. 357 1K5.1 







Oppon 


il pUser, lor ViSAlM. fan. 
. Jul. Mid. Wat WAS, dell Will 
learn others (jural player B:irnev Prterton, 616 
LoVngjiy Oi . l'ni.hur B h, PA 15215, sV..1.7rl43 
liking Uanomso ,n Mw'iitBil Ell CjI a!!c. 
3 pm on weekends unit to play David Vernan. 
1151 Murdoch Rd . Piiishurgh. PA 15217. 687- 

3269 

Seed npponenis. will phm Pan AKh.A 12EK1 Also 
pbm or III AIW. PanLd. I ah. Lull. 1776 AULA 
only Boh Kosko. 40 Edith St.. Svkessille. PA 

1 5.ift 3, Kii-fiv.\. 

Opponents warned l.i, FH-H P.m. I'hm or S || 
AULA ruled 1500 Any.m*- wdhryg Hi, ly^e" 1 Will 

play "AREA™ orjtna for fun Age 25 Michael M 
Mircitceto.425 tlaton St.. Providence. Rtt>290h. 

l*<il i *?l-2if.^ 

Job USC Wargamers Si^ieiv ur take free 
unitcrsils course in Vtatgaming Help! Musi hri. 
Airfut Cuitassiers horse holders, mounted ufl iters 
(American. Hrilishhlrom Res.ilui ion sets Stephen 
P Herchak. Rax 17324 U5C. Columbia. SC 
292U1I. -J17-WK,. 


wanted to phm in Lull. BB. Hhl/.or III 
IB. AIW, Grad. pcissihlv php Sol 
ARiAraied Will kaniansihing Hick Vandrcuil, 
Htffl Colemisn Si .Chippewa Falls. W I 34719. f7|5| 
I23JS34 

.HI V Mled K .,Jlles ..,,l,- Pho, fan Am ,a,ed 

lotai nm must he liou or better Send ill and 

option. I'll puck (he sides. .Phil Schmidt. 7421 W 

Mi'l'lsiki-. V..iii".Hp-j.. ss 1 532 11 1414] I7JU- 
IS ,11, ne ,t, |.|a-. , bm ■■,.■ ^,,-un ■■! .-.-■■ sii .-.or. Ml 

AH games Isranr Newhv. V Mars Si, 
Chalham. Ilni Canada S7I I -\5 351-3563. 
AR?A (vpponenli warned lor phm hvUss. Camp 

|me Get I and pbm Can Stis 7. io imc Get 1 or 
nthri sits, am rand LMO Age I b Bruce (jci-rge. 
rv,,s5ri. «R ff2. Ottawa. Pro. .Ontario K2CJH I. 


'Blind'" ihidden 
itlude any rule addi- 
ly need moderator 


Wjuird 

|lbm apponenly far AK All cumers 


Mike Roiht. 1050 Marfcham Rd . 

Scarboio. 

Api.217. PrnvinceOnt MIH2Y7 41g. 

llr* 


ARF A jar 

ed Ouick response demanded Players 

from 17- 

Fir. pbm Blur. SSi. IR lalyoj mtilti- 


nL.d, l.uft, new phm .vsiem 1 I'mlci-ri 

[h-s,gner. 

l.^alespeil Joao Panto C.rs alho A> 

51>e(]i.iu 

Dm. 77.2F, 1 isboa 1 PoUuaal 54561)7 




area AK. 

Ale,. V-at. Pan. Panl d. Row Camp. 

WSekIM 

1 luh formal in area Bill l-awcell. 327 

\ 7th As 

e. Wausan. V. 1 5440 1. [7 1 5) IU 5-653(1 

14 sr q 

1,1 tK-y,nne, *.r,i. rn ,>jip.-.neni in 


■li area Same kscl Am nut area rated 


Jul. lull. Panl.d. oi "Grad Erin 

Kabmig, 

K.25 N 95 Si.. Wauv-atosa. W| J.l22i>, 

■"4-lft!s7 



TO BUY 


.-d,....l,er 


Uanted Mini 1414 and eiira counter scls Name 
vour price Also vsill trade mini lob lor CJenerat 
Vol. t3, No 4 lorn Shydlci. N04 Chah.it las 
VyJas, '■^ »9|il7, )7ll2l K7tl-5l47 
vk dl p.n | . .p pfift lor i 

Bismarck, lull, please icpli before I-I5-7K 
Include SASI- Bill Sv-oll. Jr . .MH Cticllcfi Pkt. 

Cherry Hill, M H"ii.-4, [MWt 9H141HI 

EmrSuk prrlrelciind (inad S25. or willuade lo, 
perlen cond 1914 I pav ■* ol postage Uamel 
leader Ameiican Embassy iSiaiel APO SV 


lo. Sale -■ leunl cod 1914 gantes r, He 

unpoTTLhed elenll 530 each 1 pat pUslaCC send 
SASr la Casey SelMlfl. I4M0" Mitt Ass . NF. 

lolhcll. SS V SIHQI I 1211*1 Jg? 435" 


loi sale Oiigm 


SgWarit. Ml. Irraeu..-. Vv A jgOJJg 

19 U l.rf ,nl,. vers good L-isndiii»n lnduJcs4pi 


couTtlers All abn.. 
lircgort Rubin. IK 
5H2l) L 4l4-642-3N12 


'Tin 


15JH>- SRI Araird Phm I ull PanLd, RC Ge 
JR, and Dip AREA onlv First TO Jetteis 
answered S>esparaie Will provide housing f« 
PBMers Paul R Yarmev. TWGC 1'nHmned. 

lien Ocli.cis. J,..-k.or,, vs ^ MtM.ll 

ScWli ulcd plu.-,ci wants ph, r \:i.:.i. Pan and 

III loi uh ahs'iLH any other game. All Icn4n 
answered. Anv Dip players in Ihit area 4 Paul M 
MiKkett. Jr. 4209 55lh Ave.. SESeaitlc, *A 

9Xltl^. ijHXii 325-6K93. 

Adull 2Jt seeks 111 upponenty Ossn Pan. Panl.d. 
RC AIW, Er'40. virad, hut am willing lo play 
aim hi anv AH game. Jim Roche, W 427 
Bellw.iod Cirtle. Spokane. W A 992m. 466-8233 
Help, diiens'l iinyh.Klv play wdrgamei in Nanai- 
mo' | will phi. ur UP, game. I own AK, Anrio. 
Pais. RV, , |776, 3R. Russ Camp Man Roissan- 
ne^ulr. Ml.l Suva St.. Nanaim.,, BC . Canada 

y vk^s>. -^t.iTss- 

I deyire pbm opponent Ear AK. Fr'40, RC, WAS. 
(irad. and I 776 AR1 A riled I4UU Will answer 
all leiten prompilv Be ready tor a good game 
MtUteil Wagcler. 2973 E 27th Aw , Vancouver. 

HT VSRI\9 4l44>5ilr 

Wanted phm pl„i .m.ncai ll,i-.,,u.>r I'nrope AK. 
DD. Er'40. Lutt. Pinlat Lxpenenccd player 
ARSA l20UpioMnonal Ant otobftri BC? Simon 

Manhews, 432 S DnlUrloi Hwy. N Yan.. BC 

t AS V79 IMh04-929-l7IHi. 

AREA raled opponents wanted Fa lake me nn in 
phm kuv-y Camp, scenarios. Choose your side. 
Also phm PanLd, and Pan Am AREA appro* 
1130 Bluer- George. Bo. JK. MR Q Ottawa. 
OhUTio, K2CUO H25-23?: 

Want l.i phin Ksl, Usui,: 1uu nast-ti sins' ks Will 
Hoik out side and planes late! Will play lo ihe 
Mil lei eltd Paul Balattl. M (iafdeniter Si . WrM 

Hill. OS I MIL jgj 14161 2Jt4^(J52 

tlppanrnts needed fur III AK. truad. Jul. I nil. 
Mid. 1914. I'an. PanLd. KW.. IK. king WSAIM. 
RC.WAS.S f.Dip.eoniacl: Malcolm Wood ,SM 

London Rd , Sarnu, OS I lib- 1406 

Fourth Reich n hack Inim yicnut on Eastern 
Emnt Want pbm rated gameiol Pan VV.U choose 
sit I c hoove side. Keauire rating of l2tKl< as mine 
is Ron Sauve. 311 Currv. Windsnr. Province 

Oniarto, ggKM, 254-?|5|. 

Wid III t>jip.= rien1s for a.cage haie AK. I ufl. 
Pan. PanLd. JR. King. AIW.Wai.Tob, 1776, A 
Bruce lolls 101 Bollomlcy Ave S , Saskaltson. 

SASK STNIK5. 664-349H 

Wargamers in Japan where are .no' Despcraieli 
need 1tf opponent, lor AK. Aki. BB. Jul, Mid. 
RW, Wat, preferably male, age* IU-lc- Ted 
Lendon. 1-15-2 lama-Maehi. huchu-Shi, lokyo. 

Ilt.l, Jaf»an.U42J^il'99QQ 


WmtA One lv|4 mvlnliralion chart. Will buy 
lor 51 M uil be mint ur good icron. copy. Alio in 
desperate need hir good fll opponents.. James A 
Mathews. 20K Svlvia Ave . Milpilai. CA 95035 

262-1554, 

Fin sale Gen issues Vol II So 5. ihru Vol 1.1 
No 4 Michael C DeMarrelarre. 10437 Mills 
Tower Or . Kanvh.il, C A 95^11 363-0367 
Folsale used AH v-olleclnrs ilfm. Send SASP for 
pise* and corvdiHorl lis! Bruce Onak. )*ii W 6l«t 

Pl.Chi^go, II M>62Si ^_^ 

Wanted All: g^ime (ml Wai and back issues of 
Ihe Genera Will pay 55 lar irmi cups nl tJ.i] 
War hoard and rules Robert S Kruck, Knule I , 
Bljg 39. Piaine View. It. 60069, i.H2) 614-JsJIH 
hi. Sale Mm. conditroh Cuad RKU Price 
includes pottage anywhere in, cnnlinenlal I'S 
vlary Chaihunneau, 317 Campus View Apt 

BluominglLin. IS 47401, W-jWC 

Eor Sale Biand new 1914 Cnum-crs punched hu| 
never uted Besi olfer Btuce G t.ippard. 525 
QfflBH v "». Bloom ingl on. gj 47401 
hoi Sale 1914. Ouad. Oell, others f sec lenl 
ciindmon Send SASE Ice price litt io; Bill 
Kaip-ivich, 2537 S Maiscy St .. Phila PA 19142 
Will pa. t3d 1X1 IS Bismarck Cars McConnell 
16B.1 Kenyon Ave. Balto Ml) 2121 3. 4B5-6547 

Wanted isi hus: Icmans Must becompleie Any 
reasonable offer aee«pt«d Contact Ijrrv Mull. 
5009 Sormandale Ct.. Mpst, MS SUM. (612) 


Wanted Complete sols ol Generals 9 4 10 Also 

Sol II, Nu. 2,1.4 lams, illing to pas lap dollar 
good wnw OK. Shane Sulser I7W Swansi.n 
el (VS. Rock Springs. WY H29HI 3H2-5J54 
Tanled Aid Generals' Vol IlianJII ThoiocolT 

ics aeeeptahle Will pq> postage plus casts to 
repiLnliic. Also warned. 'He*' Gensshuig and 
original Auk Same s» u r psrict Jim Pulle, I'd 

Beat 100.1. SultaWMIh Saskjiefiewan. Canada 
242-6581. 


For sale 


i ii j 


1914 


-.irm-r- 


Wanled lo bus Ouad. will pat >2l> l-o a g,md 
condition game All pa rls should he with thc^amc 
Seal l.yle. 30.1 Hilkiesl Dr.. Madison. IS 47250. 

thill 2e,5-55H7 

Wamiobuytea cond 1914. wdliake t.iwesiorkr 
limnlhs Wasne Farmer, 367 W Kindig, ■■> 

dianapobs. IS IftJM. 1-31 ; -KHF-il»XI 

Would like M irjdr g.-„vd ■.■ondit ion CmtWarlnr 

eKcelkm eondiimn 1914. Please send SASH All 
letters amsvercd. Aim need III or-porlrnls (or 
mans games Rich Eaton. 43CJM IXiuglas CI . 

PtaWjS L.A ^5Mi. W4cr6.1oi, 

For sale Mans disconlinued and hatd la End 
games Including a neai mini He»(iciiis Call ui 
nine for hsi and prices Alsa want I talaigar 
Mart Schwair. 490 hucalypius Hdlsnoio-jgh .1 "A 

v40li>. (4t1j .I4H-1990 

Enrsale Vol 12. So 5 issued General Besi oiler 
College and aduli gjmers run Lonllicl simulation 
hoard gamers club al Sonhwestern t nuersilv in 
EvmilcHi Ered J Meccia. 5319 W Oakton, 
SlsOklC. II. WW;fr F |.li:itT»)^9|7 

Package sale Phm cstmpped original Anno. 
Guad. top condition Bonus | wel.e corsccuti.e 
issue. o| D-dim Magazine, many »ilh new games 
Complete package 130 postpaid Alan Augen- 
hraun. K39 East asfni St. Brooklsn, NY 11234. 

53M.357. 

Irade: Mint eundmon Ifll4 fori -BoaiarBis Bill 
Shin.kcy. 37915 Second Si. Wdloiighhv, OH 

44I1VJJ. 216-951144* 

Gaoled Hack issues ml [he lirneial Send list mf 
issues wilh conlenls and price All eslra counters 
musi be l he re' May be neroied Edward Tucker. 
Rl I. Bc-t, 7!i; 1. Eureka MO 63025, 5K7-3K5, 
Wanted to buy he Mans in good condition Must 
becnmplcte. name soui price Michael P Mavko. 

W4 Clarkson M . \n,on,.i. t I IH.4IU 

W,mt(J F'hrnHas. Cni-i. 1 .1 liiru Ger m.misi. Ill 
Ruita Camp. 00. s.iad. Pan. Panl.d, JR. 
AR.F-A prclcrrd M; rating 1405 For sale 
(iuuad.LiriB. AUrh Send bid. Kevin t'omhs. 11225 
Old Ball.. Pike. Beltsy die. MD 20705. (301 1 93'- 
■ S4" n 


I or Sale 
bos. cover 

v, * ;■:■<■■ 

■IS 

n (sen 

' ■--. 'I 

Gelt very good condiimn. 
hid over 125. Lonsider Irade 
ane R.IH.1. Poughkeepsie. 


■ale 1914 !2tl Fscellent condition, played 
■Hly twice Also very rare Vo! 2. No 1-hGeneraJ. 

excellent condition ■ ■ * zngnesi bidder Cpt Ben 
Hjckman. I.W0 Sew fauk Rd, Api Bl 

;..,l-,ir. Si. .-" ■It..-..|-J..f|.: n j| 

For Sak or Irade |9|*. tj-mark. p[) -ol",ngnod 
condition Send SASF lor litl al other james 
Would like back issue ol tieneral helore Vol II 
Shane Sutler. 1700 Swansnn 4 IMt. Rock Springs. 

w,V H?90t (Mill JB2-5554. 

horsale: Mint HI* (counters ujipun^btdli:? («i 
postpaid Qisod Year ol the Lord 320 poslpaid 
Gars Grasbcr, PM S 42nd Ave.. I'husems.. Ac" 
B502I. 

Foi yak Mini unused O-sanal 520, slightly used 
1914 512. Ipaypusuage Malcolm Whitman. 5440 
Aylethoiui Ave.. Pittsburgh. PA 15217.1412)6X1- 

6774 

Fur sale Ouad.IMoi highesi idler K ens losi. Ian 
cond unhrisiise trade? You pas post Bill 
Chilili 


i, 9.12 SI: 20th, Portland, OH 97714. 


?.5-5W4 

Coi sak: Guad 125; 1914 S1V Hcs Celt S20: 
Biinaaiu-k 120: lirst versior GeH SlS.OngC-villc 
1*0. Sieucheis 525; include SASF. psssiage 12 SO 
Robert H McArlhur 1405* Mazatlan Way 

Poway. CA 921HU l?H| MH-22HK 

Wanted desperately emmplcte. uniaci Gcnrial 
hark imucs of Vol 9 and ID. Msidern day Haron 
needs Richlhnlens Wal n miles Any reasonable 
price considered Dale R Morrow. 4IK 24lh Ase . 
Courl. tiasl Moline, II fa1244, (309| 733-1405 
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THE GENERAL 


A great board game for 



Squad Leader — A 

and GENCON X— alio 

any battalion-level action of 


er at both Origins 77 
ight virtually 
in Europe. 


Borrowing heavily from miniatures 
rules, an ingenious new game system 
approaches the effects of simultaneous 
movement, streamlined for the utmost in 
playability. 


SQUAD LEADER utilizes Pro- 
grammed Instruction to introduce each 
of its 12 scenarios gradually so the player 
need read only a fraction of the overall 
rules to get started. 

Leaders play a major role in the game 
by directing fire, rallying broken units, 
and generally enhancing the perform- 
ances of their troops. The underlying 
theme of SQUAD LEADER is one 
hinged on morale. The player who can 


utilize his leaders most effectively to 
direct fire on the opposition while 
keeping his own forces under cover and 
out of enemy fire lanes will usually be the 
winner. Usually because nothing is ever 
100% certain in SQUAD LEADER. 

In the advanced scenarios, the game 
expands to incorporate Offboard Artil- 
lery, night rules, barbed wire, entrench- 
ments, minefields, bunkers, multi-level 
buildings, rubble, fire, river crossings, 
snow, roadblocks, mortar, etc. Yet the 
biggest option is the very open-ended 
nature of the game itself. Complete 
Design Your Own and Campaign Game 
systems have been included to allow 
players an infinite variety of individual 
scenarios and extended campaigns. 


SQUAD LEADER comes boxed 

complete with four 8" x 22" interchange- 
able full color isomorphic boards, 716 
two-sided counters, 36 pp. rulebook, 
scenario cards, two Quick Reference 
Data Cards, and two dice. 

The Avalon Hill Game Company 
Dept SC10, 4517 Harford Rd. 
Baltimore, Md. 21214 

□ Send me copies of SQUAD LEADER 

@ $12 plus 
D Just send me your full-color catalog 

showing all 70+ games. 

Name 


Address^ 
City 


State . 


Apt _ 
_ Zip 


Richelieu 


5 6 7 


Jean Bart 


3 6 7 


Strasbourg 

4 3 7 


Dunkerque 

4 3 7 


Lorrain 


3 3 3 


Bretagne 


3 3 3 


Provence 


3 3 3 


Courbert 

2 3 3 


Ocean 


2 3 3 


Schlesien 


1 1 3 


Algeria 


1 1 7 


Colbert 


1 1 7 


Dupleix 


1 1 7 


Duquesne 


1 1 7 


Foch 


1 1 7 


Suffren 


1 1 7 


Tourville 


1 1 7 


Beam 1 


1 6 


Paris 


2 3 3 


Schleswig- 
Holstein 

■>■*■-■ 

1 1 3 


THE GENERAL 


A.R.E.A. RATING SERVICE 

As outlined in The General, Vol 11 , No. 5, Avalon Hill 
offers a lifetime service whereby players are rated 
in relationship to other game players. Return 
coupon NOW, along with the $4.00 liletime service 
fee for complete details on the Avalon Hill 
Reliability Experience & Ability Rating. 

D I don't object to having my name and address 
printed in The General with the rating lists. I rate my 
self: 

D A— an excellent player 

n B— a good player 

□ C— an average player 

□ D— a novice in my first year of gaming 
D E— a beginner 

I realize that my rating may change according to 
how well I fare against others. For now, please send 
me complete details and membership card— here's 
my $4.00 


NAME. 


ADDRESS. 

CITY 


STATE. 


.zip- 


GENERAL BACK ISSUES 

Only a limited number of GENERA L back issues are available for $ 1 .50 each plus normal postage and 
handling charges. Due to low supplies we request that you specify an alternate for any selection you make. 
The index below lists the contents of each issue by subject matter; feature articles are designated with an (*), 
series replays are italicized, and the number following each issue is the reader rating of that particular issue. 

Vol. 12, No. 1 — *1776, Anzio, miscellaneous, Panzerblitz, Chancellorsville, Panzer Leader, Stalin- 
grad, Tactics II . , . 2.57 
Vol. 12, No. 2 — *3 Tobruk, Panzerblitz, Bulge, Blitzkrieg, Panzer Leader, Stalingrad ... 3.10 
Vol. 12, No. 3 — *Jutland, Waterloo, miscellaneous, Third Reich, Chancellorsville . . . 3.96 
Vol. 12, No. 5 — *Panzerblitz, Anzio, miscellaneous, Afrika Korps, Blitzkrieg, Third Reich . . . 3.22 
Vol. 12, No. 6 — *Chancellorsville, fVS&IM, miscellaneous, Panzer Leader, Stalingrad . . . 3.42 
Vol. 13, No. 1 — *Luftwaffe, Panzer Leader, 2 1776, Waterloo, Kingmaker, Alexander . . . 3.58 
Vol. 13, No. 2— *WS&1M, Diplomacy, Third Reich . . . 3.32 
Vol. 13, No. 3 — "Caesar's Legions, Midway, miscellaneous, Panzerblitz, France '40, Kingmaker, 

1776, Stalingrad, Russian Campaign, Wat at Sea . . . 2.53 
Vol. 13, No. 5 — "Origins of WWII, Afrika Korps, Chancellorsville, Caesar's Legions, WS&1M, 

Richthofen's War, 1776, Panzer Leader, miscellaneous ... 3.31 
Vol. 13, No. 6 — *Starship Troopers, Panzerblitz, Starship Troopers 4, Russian Campaign, War at Sea, 

Tobruk, Panzer Leader, Diplomacy, Midway, miscellaneous . . . 3.62 
Vol. 14, No. 1 — *Caesar — Alesia -5, The Russian Campaign, Luftwaffe, Third Reich, Arab-Israeli Wars, 

Afrika Korps, Panzer Leader . . . 3.56 
Vol. 14, No. 2 — "Kingmaker -7, Alexander, Squad Leader . . . 3.27 


WOODEN SHIPS AND IRON MEN IN PLASTIC TRAYS 


Back in the good old days games didn't have 
quite so many pieces, and storing them was no 
problem. Everything fit nicely in the single- 
compartment trays provided with each game. Times 
have changed. Games can have up to a thousand 
separate counters, counters have to be selected at 
random times during a game, and in any given 
situation, only a small fraction are used at any one 
time. Storing, sorting, and searching have become 
significant problems for many of today's complex 
games. 

Fortunately, this problem is largely alleviated by 
the plastic trays now available from Avalon Hill. So 
you order a bunch of trays, dump out a pile of 
counters thrown randomly in a box, and wonder 
what goes where? Organizing your counters in your 
tray can be as difficult as organizing an assault on 
Opustoschenia. You want to arrange the counters in 
a logical fashion that makes sense to you. It should 
be easy to find a particular unit, and easy to sort the 
counters at the end of a game so that pieces are put 
in the proper place. In addition, all of the pieces 
assigned to a particular compartment must fit, 
which is not always easy. 

1 offer you tray arrangements for 16 of Avalon 
Hill's games (one at a time) with the most copious 
components. They have all been tried and they work 
quite well. Most games require one tray; a few 
require two. 

Note that ^"counters can be packed in layers of 
2 by 4 units. The %" counters (PANZERBLITZ 
size) can be packed in layers of 2 by 3 units, and they 
fit quite snugly. The larger counters (VICTORY IN 
THE PACIFIC ship counters) don't fit quite so 
neatly as the smaller counters. 

Note: it is quite a disaster if the top of a tray slips 
off and all the counters, once so neat, fall into one 
huge pile. To avoid this I suggest securing each tray 
with four paper clips, one in the middle of each side. 


VICTORY IN THE PACIFIC 

1, 2, 3: All Japanese Turn I units, including 
Marines, Land-based Air, and I-Boat 

4: US Groups W, X, Y, Z 

5: Rest of Allied Starting Forces (excluding Pearl 
Harbor) 

6: Pearl Harbor ships, plus 1-point damage 
markers 






'A" 










%" 
















10 


13 


14 


7: Both Allied and Japanese Turn 2 reinforce- 
ments, plus 2-point damage markers 
8: Turn 3 reinforcements, 3-point damage markers 
9: Turn 4 reinforcements, 4-point damage markers 
10: Turn 5 reinforcements, 5-point damage markers 
11: Turn 6 reinforcements, 6-point damage markers 
12: Turn 7 reinforcements, 7-point damage markers 
13: Turn 8 reinforcements, 8-point damage markers 
14: Turn 9 reinforcements, 9-point damage markers 




12 



15 


16 



15: Sunk and Disabled markers (plus blank coun- 
ters) 
16: POC, Control Flags, and all Garrisons 

Although this arrangement takes a little while to 
sort after a game, note how easy it becomes to start a 
game, and how easy it is to find those damage 
markers in the heat of a battle. Taping an identifying 
label above each compartment does away with the 
need to memorize specific contents. 


THE GENERAL 


WE WANT YOU . . . 

to write for the GENERAL. If you can string 
words together into an interesting article 
format on any Avalon Hill wargame, there's a 
good chance you're just the person we're 
looking for. You can supplement our literary 
staff with articles of strategy, game analyses. 
Series Replays, commentaries, new scenarios, 
or variants. 

All articles should be type-written, double- 
spaced and accompanied by a self-addressed 
envelope bearing first class postage. Other- 
wise, rejected articles will not be returned. 
Articles should be supplemented with illustra- 
tions and/or charts whenever possible. 

Commencing with the January, 1 977 issue 
the GENERAL will pay S5 per running 10" 
column of edited text. Letters to the Editor are 
not subject to remuneration. Alternatively, 
authors may elect to take their remuneration in 
the form of Avalon Hitl products, paid at the 
rate of 150% of the cash remuneration. 

At the end of each calendar year an 
EDITOR'S CHOICE article will be selected. The 
author of this article will receive a $100 bonus 
and a lifetime subscription to the GENERAL. 
Articles will be judged on literary style and 
meaningful content. Quantity, bulk, or length 
of article will have no bearing on this selection, 
AM types of submissions are eligible; Series- 
Replays, tactical analyses, variants, etc. 

This payment system is only valid for 
articles received after January 1, 1977. 



COMPARTMENTTRAYS 

At last! The long suffered problem of unit 
counter storage for Avalon Hill games is 
solved. The Avalon Hill compartment tray fits 
snugly into the bottom of the bookcase style 
box. A clean plastic cover fits over the mold to 
prevent counter leakage. Each tray has sixteen 
1'/2"x2 1 /e" compartments Va" deep which will 
accommodate up to 400 unit counters and 4 
dice. 

The tray is also usable in the flat box 
games. By cutting off with a pair of ordinary 
scissors three of the four side panels of two 
trays another perfect fit is arranged for the flat 
box games — this time with 32 compartments 
and 5 dice depressions. 

These trays are available by mail order only 
direct from Avalon Hill. They will not be 
included in new game releases in either the 
retail or mail order line. The trays are available 
only in sets of 3 and sell for $3.25 per set plus 
75C postage charges. Postage coupons cannot 
be utilized to order compartment trays. Mary- 
land residents please add 5% state sales tax. 


FOREIGN 
READERS 

Due to contractual obligations with our 
exclusive distributors we cannot accept mail 
orders for games from Australia, Britain, Ger 
many, Greece, Italy or Japan. Such orders must be 
placed with our exclusive distributors whose 
addresses you'll find listed on Page 2 of this 
magazine. Orders for parts and airmail subscrip- 
tions to the GENERA i,are not subject to this ban. 
APO and FPO addresses of U.S. servicemen 
likewise are not subject to this ban. We also urge 
you to get in touch with the distributor for your 
country in regards to placing your GENERAL 
subscription through him which in most cases will 
result in considerable savings for you. 


REDUCED HEX SHEET PADS 

Now available from the Mail Order Depart- 
ment is a pad of 30 hex sheets with normal half 
inch hexes printed on one side and Vs" hexes 
printed on the back. The pads are useful for 
designing your own games, making hex overlays 
for actual maps, or generally sketching moves 
and/or concepts. The pads are available from 
the parts department for $1 .00 plus postage. 


FACTORY 
OUTLET 

Whenever in the Baltimore area feel free to 
drop in at our design offices at 900 St. Paul Street. 
As a convenience to those who visit our Town 
House design offices, a wide selection of the latest 
games are available for sale to the public at full 
retail (sorry, no discounts given here ... the half- 
price table discontinued as of April 30.) Games, 
only will be for sale. No parts or issues of The 
General: they must be ordered by mail. Please 
bring your checkbook or be prepared to make 
exact change. Saturday visitors are invited to stay 
to playtest new titles or simply play their favorite 
games in the IGB gameroom. 

Hours: Mon-Fri: 9 A.M. to 5 P.M. 
Sat: 10 A.M. to 5 P.M. 





PANZERBLITZ BOOKLETS 

After hundreds of requests for it, we've 
finally published the best of the GENERAL'S 
many articles on PANZERBLITZ— conventional 
wargaming's all time best seller. Entitled 

'Wargamer's Guide to PANZERBLITZ", it 
initiates and may very well end the "Best of the 
GENERAL" series as no other game has been 
the target of a comparable volume of literary 
attention. 

The 36 pp. manual resembles very much an 
issue of the GENERAL except that it is devoted 
100% to PANZERBLITZ. The articles are taken 
almost exclusively from back issues, dating as 
far back as 1971 . In addition, two never before 
published articles appear; Robert Harmon's 
"Commanders Notebook'' which analyzes the 
original 12 scenarios, plus Phil Kosnett's 
"Chopperblitz" — a hypothetical variant utiliz- 
ing helicopters with six new scenarios 

Reprints include Larry McAneny's "The 
Pieces of Panzerblitz '— voted the best article 
ever to appear in the GENERAL, "Beyond 
Situation 13" — twelve additional scenarios by 
Robert Harmon; "Parablitz", "Panzemacht ", 

"Blind Panzerblitz '; "Situation 13 "; "Champi- 
onship Situations"; "Panzerblitz Conceal- 
ment", and "Incremental Panzerblitz.'' Top- 
ping it all off is a complete listing of all errata 
on the game published to date where the 
Opponents Wanted Page once ruled supreme. 
The Wargamer's Guide to PANZERBLITZ 
sells for $3.00 plus 50C postage and handling 
charges from the Avalon Hill Game Company, 
4517 Harford Rd , Baltimore, MO 21214. 
Maryland residents add 4% state sales tax. 


PBM EQUIPMENT 


Tired of playing solitaire or humiliating 
the same opponent day after day? You may 
be good in your game room but what can 
you do against a good player from another 
part of the country? There's only one way 
to find out - play them by mail! PBM is an 
easy to learn and convenient-touse system of 
playing fellow gamers across the nation. A 
special CRT and combat resolution system 
makes it impossible to cheat! PBM is an 
entirely different experience from face-to- 
face play. It has made better gamers of 
many who have tried it, and all those who 
have mastered it. PBM is the only way to 
participate in the many national tourna 
ments held regularly for Avalon Hill games. 


Each kit sells for $6.90 postpaid and 
includes enough materials (4 pads) to play 
virtually dozens of games, including adden- 
dum sheets which list grid-coordinates for 
those games not already possessing them. 
Half kits consisting of two pads and all the 
pertinent instructions sell for $3.50 post- 
paid. 

Kits are available for the following 
games; 

*AFRIKA KORPS "KRIEGSPIEL 

"ANZIO "LUFTWAFFE 

•BLITZKRIEG 'PANZERBLITZ 

*BULGE 'STALINGRAD 

"D-DAY "RUSS CAMPAIGN 

"GETTYSBURG '64 "WATERLOO 


THE GENERAL 


CONTEST NUMBER 79 


READER BUYER'S GUIDE 


TITLE: VICTORY IN THE PACIFIC $9 

Strategic Came of Naval Action During 
WWII 


INSTRUCTIONS: Rate alHalegories by placing a 
number ranging from 1 through 9 in the ap- 
propriate spaces to the right [1 equating excel- 
lent; 5-ayerage; and 9-terrible). EXCEPTION: 
Rate item No. 10 in terms of minutes necessary 
to play game as recorded in 10-minute incre 
ments. EXAMPLE: II you've found that it takes 
two and a half hours to play FRANCE 1940, you 
would give it a GAME LENGTH rating of "15." 
Participate in these reviews only if you are 
familiar with the game in question. 


1. Physical Quality 

2. Mapboard 

3. Components 

4. Case ol Understanding 

5. Completeness ol Rules 

6. Play Balance 
Realism 

Excitement Level 
Overall Value 
Game Length 


7. 
3. 
9. 
10 

The review sheet may be cut Out, photocopied, 
or merely drawn on a separate sheet of paper. 
Mail it to our 4517 Harford Road address with 
your contest entry or opponents wanted ad. Mark 
such correspondence to the attention of the R St 
D Department. 

Game to be reviewed next: 
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Opponent Wanted 25c 

1. Want-ads will be accepted only when printed on this form or a facsimile and must be accompanied by a 
2Se token fee. No refunds. 

2. For Sale, Trade, or Wanted to Buy ads will be accepted only when dealing with collector's items {games 
no longer available from AH) and are accompanied by a $1.00 token fee. 

3. Insert copy on lines provided (25 word maximum) and print name, address and phone number on the 
appropriate lines. 

4. PRINT — if illegible your ad will not be printed. 

5. So that as many ads can be printed as possible within our limited space we request that you use official 
state abbreviations as well as the game abbreviations listed below: 

Arab Israeli Wars = AlW; AfrikaKorps- AK; Alexander- Alex; Anzio = Anz; Assault on Crete- AOC; 
Battle of the Bulge = BB; Blitzkrieg = Blitz; Caesar's Legions = CL; Caesar = CAE; Chancellorsville - Chan: 
D-Day - D D; Diplomacy * Dip; France 1 940 = Fr 40; Face to Face = FTF; Gettysburg = Get '64 or 77: 
Jutland a Jut; Kingmaker = KM; Kriegspiel = Kriegi Luftwaffe" LW; Midway- Mid; Napoleon - Nap; 
Origins of WWII ^ Orig, Panzerblitz = PB; Panzer Leader = PL; Play by Mail = PBM; Richthofen's War = 
RW; 1776; Squad Leader = SL; Stalingrad - Grad; Starship Troopers - SST; Tactics II = Tac; The 
Russian Campaign = TRC; Third Reich - 3R; Tobruk = Tob; U-Boat = UB; Victory in the Pacific = VITP; 
War at Sea = WAS; Waterloo = Wat; Wooden Ships &. Iron Men = WSIM. 


NAME. 


PHONE. 


The game is ARAB-ISRAELI WARS, it is the last turn and the Arab 
player must eliminate ALL of the Israeli units pictured to win the game. 
Fortunately, he has three air strikes left, arriving this turn on the hex marked 
by the star (this hex is "V-3" on board "C"). The STANDARD RULES are in 
effect — the three air strikes can attack V-3 or any adjacent hex, with no AA 
fire. The three air strikes are two 2 1 -point "A" attacks and one 40-point "H" 
attack. 

The year is 1973, and units' effective attacking strengths are affected 
accordingly; all Arab units are considered to be Egyptians (this puzzle has not 
been taken from any of the Situations in the game, so use any of the Arab 
counters as Egyptian). 

There is bad news and good news: you, the Arab player, roll the highest 
number possible on all of your attacks, and the Israeli player rolls the lowest 
numbers possible on every one of his opportunity fire attacks (if any). 
Fortunately, you laid out your attacks so well that despite this you 
successfully eliminate every Israeli unit during your turn! 

To win the contest, just specify each unit's and air strike's attack and 
position, in the order in which the attacks are executed. Remember, you have 
two 2 1 -point "A" air strikes and one 40-point "H" air strike to start things off. 
No ADVANCED RULES; just STANDARD RULES. 
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^.Air Strikes: two 21 "A" 

; Position: 
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Attacking unit: 

Typ« of attack: 

" Target(s): 
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ADDRESS. 


ISSUE AS A WHOLE: (Ratcfroml to 10, with I equating excellent, 10= terrible) 


CITY. 


STATE ZIP. 


NAME 

ADDHESS_ 
CITY 


